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own snip 


Created by Commander ' James R. Jones and his crew at Software Sorcery actual SVGA SCREEN images 

The 14-inch guns of your dreadnought thunder as you order another The drama, action and excitement of WWI naval combat comes to life with 
devastating salvo fired at the enemy line. Your ship shudders with the recoil stunning SVGA and VGA graphics, digitized video and sound effects and 
ot the guns, and you peer through the binoculars as the shells arch toward historically accurate combat. Experience naval combat as the sailors and 
then target. A few well-placed hits could sink the enemy, but your squadron officers did almost 80 years ago, including night combat, torpedo attacks, 
is still vulnerable to a torpedo or shell attack that could send your ships to salvos of exploding shells and burning ships. When you're ready, test your 
the ocean floor. naval combat ability in the awe-inspiring Battle of Jutland! 

This is World War I naval action like you’ve never seen before! Calibrate See your favorite retailer, or call (619) 452-9901 

your range-finder and stuff your ears with wool as you prepare for the action, 

sights and sounds of Jutland! y 

Command a fearsome dreadnought and fight for control of the North and 

South Atlantic for the entire German Imperial fleet or the British Royal Navy. ' * ** ’ x| T 

Fight a single mission, a battle campaign or the entire war while ' 

commanding one ship, a squadron of ships, or the entire fleet. > \ 

> ^ —---=- 

©1993, Software Sorcery. Software Sorcery is a registered trademark of Software Sorcery. 

Jutland is a trademark of Software Sorcery. s 

Available for the IBM PC and Compatibles. Reader Service No. 63 0 









































You Don’t 


to Grim Reaper rooks. They'll 
dispatch and dismember each 
other in ways even your demented 
mind has never thought of. 

But should you like your chess 
unadulterated, we’ve got that too. 
In spite of all these shenanigans 
it plays a darn good game of 
chess. Will it beat the competition? 
Hey, it ain't called ChessMeister 
5 Billion and 1 for nothing! 


National Lampoon presents the 
most outrageous chess program 

in the galaxy. Match wits with a 
perverted old ChessMeister who 
has more than a few unspeak¬ 
able tricks up his sleeve and will 
use them all to rattle vour con¬ 
centration. What else has the 
game got? A chess set featuring 
unique live-action video actors- 
from belly dancing pawns 


nm vfcif sumstau cims Sane ton* U*sj! 


tYWIMV. 


Not an actual VGA screen shot. You wish 


!pectrum HoloByte 


For Visa MasterCard orders call 24 hours a ddff? davs a week: 

1 -800-695-GAME (Orders Only) 

For technical questions call: 1-510-522-1164 (M-F; 9am-5pm PST) 


Spectrum HoloByte, Inc. 2490 Mariner Square Loop. Alameda, CA 94501 


* HEY. IT WORKED ONCE! This photo was a Lampoon c '£ver in 1973. We re happy to report the dog died of natural causes. 
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Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its lead 

It's everything Bane was...and more. 

256 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects • Auto Mapping 
True Point & Click Mouse Interface • Unprecedented depth of story 


Ogdensburg Business Center, Suite 2E Ogdensburg, New York 13669 
To order or for a dealer nearest you call 


1 - 800 - 447-1230 
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Upfront 


Winter CES 

My first impression upon entering the giant hall that houses the part of the Consumer Electronics 
Show which falls within the remit of this magazine, was that somehow I had blundered into the 
wrong location. Instead of being greeted by the peace and serenity that characterises the world of PC 
games, I felt like I had entered a futuristic shooting gallery. The cause of this mayhem was, as you 
may have guessed, the world, nay jungle, of video games. The demand, it seems, for recycled Atari 
and Amiga games from the early eighties continues unabated. Some of the games, such as Sonic the 
Hedgehog, are even being touted as ‘environmentally friendly.’ Don’t be too surprised if Sega get 
nominated for the Nobel Peace Prize. 

The frenetic speed at which old wine has been poured into new bottles has taken its toll on the 
PC market. After all, as commercial concerns, software companies naturally want to get their share 
of what it is comparatively easy money. Combine this with the shift of human resources, and the 
need to get product out of the door in time for the Christmas market, and it becomes clear why there 
were fewer PC games than usual at the show. 

One of the major trends at the CES was the emergence of CD ROM as a serious format. It 
seems companies have fessed up to the fact that consumers are not going to spend a wad of dough on 
what is, after all, just a drive, if the software out there is of the type likely to put even an insomniac 
to sleep. The only shovelware to be seen in ‘93 is likely to be of the reverse kind; that is CD ROM 
games being ported back to floppies sans major features. 

Another welcome trend was the emergence of a new form of hybrid: the strategy role playing 
game. The incorporation of role playing into strategy games (and vice versa) is something that 
should have happened long ago. Although its devotees will shriek with horror at it being described 
thus, Avalon Hill’s boardgame Advanced Squad Leader contains many elements associated with 
role playing. At the show, ASCIIWARE’s Dominus introduced wargaming features into what is 
nominally a fantasy game, while a new squad level wargame to be released later this year threatens 
to turn all categories on their head. 

On the hardware front, 3DO looks like the real thing. In addition to being a genuinely innova¬ 
tive piece of hardware it has two major things going for it: software support, and the backing of 
former EA play tester, Trip Hawkins. 

But I’ve left the most important new trend until last: boxes. Surely everyone is tired now of 
those boring rectangular boxes which fit neatly on the shelf. I mean, how bourgeois can you get? To 
counter the tiresome vibes which these packages emit, several companies are opting for the ‘modem 
art’ approach. A new way to impress your friends. First of the block were Velocity with Jetfighter 
II. This arrived in a piece of cardboard resembling a shrunken pyramid. There was then something 
of a gap until Nova Logic realised the importance of providing not just a box, but an objet d’art. 

Thus the package that contained Comanche: Maximum Overkill left users wondering whether to 
put it on the shelf or return it to the Guggenheim. 

Now Cyber Dreams have joined in the fun. Their new game Cyber Race will come in something 
that looks like a souvenir from Cape Canaveral. Topping it all, though, is the new creation for Ultrabots 
from Electronic Arts. If you can imagine the legs of robot hacked off at the ankles and the remains 
welded together, then don’t hesitate to apply for a job in EA’s marketing and packaging department. 

Licensed to hype 

Although I have had only one complaint about our method of previewing games (which was 
published), it’s perhaps time to elucidate on what exactly we mean by a preview. A preview is 
designed to give the reader an early look at the game, be it from the designers viewpoint or from 
screenshots. These stories are not touted as ‘exclusives’ as we recognise that in a competitive market 
other magazines have a right to them also. Nor do we cry about it when someone beats us to a story. 
Perhaps most importantly, a preview is not intended to offer a definitive opinion on the merits or 
otherwise of a game. 

One alternative to this approach would be to publish heavily opinionated previews, and then add 
a disclaimer along the lines of: ‘previews are not intended to take the place of a review as the 
finished version may include different features’ (translation: if the game doesn’t live up to our hype 
then don’t blame us). Such riders are no more than self serving get-out clauses that obviate a 
magazine’s responsibility to its readership. In other words, previews as a license to hype. I would 
add that almost all the games previewed in this magazine are not conveniently ‘forgotten,’ but 
reviewed independently and promptly. □ 
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News 


Jack Kemp Wins Election Shock! 



Power Politics: Kemp and Dole in future shock (horror!) 


Three Sixty 
Withdraw 
Nazi 

Dedication 

Following representations by this 
magazine, the dedication to a Nazi soldier 
which appears at the end of V For Vic¬ 
tory: Velikiye Luki has been withdrawn. 
Three Sixty CEO Tom Frisina, who was 
unaware of the dedication ordered an im¬ 
mediate investigation upon being in¬ 
formed, the results of which produced the 
withdrawal. 

Atomic Games, who developed the 
game for Three Sixty, say that the dedica¬ 
tion was the work of a freelance writer and 
not an employee of the company, though 
they accept that they should have been 
more vigilant. The manual and historical 
notes for the forthcoming V For Victory: 
Operation Market Garden which were 
authored by the same writer, is being 
rewritten and the disparaging references 
to allied troops and glorification of Nazi 
efforts removed. 

At first sight this case smacks of 
political correctness, though the issues 
involved go way beyond the trivial seman¬ 
tics that are the essence of ‘PC.’ Sensitiv¬ 
ity about Nazis has always been high in 
Europe - public displays of Nazi iconogra¬ 
phy is banned in some countries. Ger¬ 
many has always been extremely sensi¬ 
tive about what it considers violent games 
(even the boardgame RISK was banned 
there until quite recently) while Microprose 
experienced considerable problems with 
games such as Gunship 2000. Since 
reunification, neo Nazi activities in Ger¬ 
many have been on the increase, even to 
the extent of producing (illegal) xenopho¬ 
bic computer games which involve cap¬ 
turing jews and transferring them to gas 
chambers. 

Frisina was quick to recognise the 
ramifications that the Nazi dedication 
could have: ‘Quite apart from the moral 
issue, it could have been a disaster for the 
leisure software business in Germany and 
for the wargaming hobby in general. I’m 
sure many of our customers in America 
would find it offensive also.’ 


No sooner than Bill Clinton has got 
comfy in the White House, comes the 
news that his tenure is going be limited - 
a victim of Power Politics, it seems. This, 
of course, is the election simulation from 
Cineplay. To celebrate the launch of the 
game the Oregon based company threw a 
party, and invited several members of the 
local media and political analysts. The 
focal point of the evening was a game of 
‘PP’ based on predicting the results of the 
’96 election. 

On the right, calling the shots for the 
Jack Kemp/Elizabeth Dole ticket was 
Oregon pollster Jim Hibbits, plus Cineplay 
president and well known Democrat, 
Kellyn Beck. On the left, syndicated car¬ 
toonist Jack Ohman and KATU-TV news 
anchor Melissa Mills pulled the levers for 
Bill and Al. 

The Clinton team started the game 
with an eight point lead in the polls, but 
significantly less money in the piggy bank 


Empire Strategy announce the re¬ 
lease of Combat Classics, the simulation 
compilation ideal for those who time has 
passed by but who are keen to catch up. 
Included in the bundle are: F-15 Strike 
Eagle II, the Microprose flight sim that 
features six different theatres in a ‘3D 


than the (to continue the animal analogy) 
the fat cat Republicans. The Kemp team 
ploughed its advertising dough into the 
seven biggest states and (typically) used 
negative character ads to attack the presi¬ 
dent, while Bill and Al stuck to their 
promise of running a clean campaign. 

The Kemp-Dole ticket reached elec¬ 
tion day with a slight lead in the polls, and 
as the returns started pouring in from the 
Northeast (ie Vermont) it was clear that 
the winner would be in doubt to the last. 
New York went to Clinton, but Florida 
went to Kemp who then proceeded to 
move into the lead by taking most of the 
southern states. Clinton responded by tak¬ 
ing the big Midwestern states. 

With only California, Alaska and 
Hawaii left undecided, Clinton led by a 
handful of votes. But when the fat lady 
sang, the Kemp team had won California 
and the presidency. Final results: Kemp- 
Dole - 51%. Clinton-Gore - 45%. 


environment.’ Electronics Arts’ 688 At¬ 
tack Sub is in there, too, and can lay claim 
to being the only sub sim to feature a 
modem option. Completing the collec¬ 
tion is Empire’s own Team Yankee, a 
tank simulation loosely based on the best 
selling novel. 


Empire’s Combat 
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Due to overwhelming response to Air Bucks, Impressions are delighted to announce an upgraded version of the 
game, to give you, the player, the features you wantl 


256 color VQA graphics are used 





throughout the game 



Watch your planes fly around the world; 
city selection & all other commands can 
be made from here 



More user-friendly menu selection, better 
mouse & faster typing 



Detailed data on plane demand & costs is 
easily accessible 


Among the many other enhancements made to the game are: Upgraded economic model & computer player Al, sound 
effects, personalisation of airlines, check register; better mouse & typing handling, city sizes now from 1 to 100 & vary thru 
time, print to paper options & lots more! 



available free to all registered users of Air Bucks 1.0/1.01 

Impressions Committed to customer satisfaction in strategy entertainment! 
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Sega Out for 
the Count? 


In a decision that has huge ramifica¬ 
tions for leisure software companies, The 
Ninth Circuit Court of appeals today de¬ 
nied both of Sega’s requests for a re¬ 
hearing in the Sega vs Accolade case. 
Sega sought to reverse the court’s original 
decision of August 12, which dissolved 
the District Court’s injunction against 
Accolade, the only independent manufac¬ 
turer for the Sega Genesis. 

In its unanimous decision to deny a 
re-hearing, Circuit Judges Canby, 
Reinhardt and Leavy noted: ‘The panel 
has voted to deny ((Sega’s) petition for a 
re-hearing en banc. The full court has 
been advised of the suggestion for re¬ 
hearing en banc and no active judge has 
requested a vote on whether to re-hear the 
matter en banc.’ 

Alan Miller, chairman of Accolade, 
was understandably delighted: ‘Today’s 
announcement further strengthens the 
ability of American companies to com¬ 
pete in the worldwide video game and 
computer software industries. The court 
recognizes that competition spurs innova¬ 
tion, which ultimately benefits consum¬ 
ers and society.’ 

Sega were still studying the court’s 
ruling at the time of going to press, so it is 
not known whether they will concede 
defeat or seek different legal avenues to 
pursue their case. 


Windows ‘Prose 

Microprose have signed an agree¬ 
ment to publish and distribute the prod¬ 
ucts of the Apriori Corporation, whose 
specialities are CD ROM and Windows 
software. One of the first titles to be 
released under this new agreement will be 
Kye Deluxe, a strategy game for Win¬ 
dows. A sampler version of this game will 
also be offered on the Microprose Enter¬ 
tainment Pack Vol 1: Dr Floyd’s Desk¬ 
top Toys for Windows. 

CD ROM releases included WINCD 
Professional, a multimedia utility which 
combines the features of a CD player with 
the capabilities of a PC, allowing the user 
to maintain a complete database of all the 
CDs in their collection. 


News 



TSN - The Singles 

Network 


Following the news that computer 
gaming hack Alan Emrich located a wife 
on The Sierra Network, Sierra confirmed 
that no less than ten marriages have been 
arranged on the network. This has 
prompted the installation of a ‘love board’ 
at Sierra HQ upon which are pinned 
photographs of the happy couples, some 
of whom have even gone on to work for 
the network itself. 

So far all the marriages have been 
heterosexual, but a Sierra spokesperson 


said gays do use the networks including 
some ‘cross dressers.’ 

The ‘cross dressing’ occurs when 
using the ‘facemaker’ program; 
women can design a masculine like¬ 
ness just as men can pretend to be the 
belle of the ball. The element of in¬ 
visibility that the network offers is 
also proving attractive to the dis¬ 
abled and senior citizens alike. Deaf 
people in particular like the network 
as their disability is concealed. 


CES Sex 
Tent Shock! 


Amazing scenes were witnessed at 
the Consumer Electronics Show in Las 
Vegas when police were called to a mar¬ 
quee rented by a company calling itself 
The Video Pleasure Palace and Book Store. 
Several convention delegates were ar¬ 
rested for participating in scenes which 
even the most hardened members of the 
LVPD said were ‘too disgusting to de¬ 
scribe.’ 

The trouble began when several 
couples hired by the ‘Pleasure Palace’ 
began engaging in live sex but as tends to 
happen in such circumstances, things 


quickly got out of hand. The crowd of 
onlookers, who had gathered to watch 
what was turning into one of the Electron¬ 
ics Show’s more unusual demonstrations, 
were invited to join in the orgy. The 
resultant stampede apparently brought to 
mind the phrase about not wanting to 
stand in the way of Howard Hughes and a 
dropped nickel. 

It is not known whether any mem¬ 
bers of the leisure software industry were 
among those arrested, but it was noted 
that several Strategy Plus staffers were 
absent from subsequent press conferences. 
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Command your entire planet's military resources 
in an effort to conquer a hostile neighbouring 
planet. You control a state of the art workstation 
from which advanced software tools enable you to 
design new craft, research new technologies, 
build new installations & craft, set up highly 
sophisticated missions - and watch the progress 
of this strategic interplanetary conflict. 


nrmnn 


IGN 


Send out units on missions to explore the unknown 
enemy planet - and wipe out its military capability! 


Design your own spacecraft 
(or tanks, submarines, jet,...)! 


Battles take place in space & on surface of both planets ■ Random planet generator for great replay value 

■ Designed as a 2 player game! 

Impressions Committed to customer satisfaction in strategy entertainment! 
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Previews 




Preview by Dynamix’ Chris Chen 



Ezsttsa&s 


—— 




J une 1944. The US Forces are island hopping in the 
Pacific towards Japan. War is also raging half way 
across the world in Europe. The Allied Invasion of 
Normandy has just begun. Hitler has declared war on 
America causing the US to join Great Britain in an attempt to 
crush the Nazi Empire. Thus begins Aces Over Europe, the 
sequel to Damon Slye’s Aces of the Pacific. 

Covering the period from June of 1944 through May 8, 
1945, Aces over Europe (AOE) chronicles the events from 
the invasion of Normandy, D-Day, the liberation of Paris, the 
Battle of the Bulge to the the final German surrender which 
marked the end of war in the Europe. 

The planes 

Pilots will fly in the German Luftwaffe, the U.S. Air Force 
and Great Britain’s Royal Air Force, engaging in both air-to-air 
and air-to-ground based battles. As in Aces of the Pacific, pi¬ 
lots have a wide variety of aircraft to fly and experience. For the 
Luftwaffe, the Messerschmitt 109, the Focke-Wulf 190, the 
Junkers Ju. 88, the Messerschmitt 262, and the Arado 234B 
light bomber are among the available aircraft. 

For the British, the Hawker Typhoon and Tempest, the 
Supermarine Spitfire, the DeHaviland Mosquito are included 
along with numerous model variations. On the U.S. side, the 
P-5 ID Mustang, the P-38J Lightning, the P-47D Thunderbolt, 
the Martin B-26 Marauder, the Boeing B-17G Flying Fortress 
and the B-24J Liberator are all involved. 

Slye and the ‘Aces’ team have primarily focused on 
enhancements to the existing system, some major, some minor. 


The graphics 

Graphically AOE is like Aces of the Pacific on steroids. 
Gouraud shading (industry buzz term) means that polygons 
blend together through the use of connective shadings. Also 
new is extensive texture mapping and a new 320 X 400 
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graphics mode that Dynamix calls ‘Tall Res.’ 

The planes in AOE now have rounded edges, squadron 
insignias and flight position markings, camoflage, and a 
smoother look thanks to the new Tall Res graphics. The 
simulation shell, which houses the menus, pilot records and 
mission screens, has also received a significant face lift. 


The simulation 

The heart of any good flight simulation is the realistic 
modeling of the aircraft. AOE features improvements in this 
area over our previous efforts (a great many of which are 
based upon customer requests following the release of Aces 
over the Pacific). New aircraft characteristics are spins, 
screen shakes and flap and landing gear damage at high 
speeds. The AI for both sides has also been improved (yes, 
that means wingmen, too). 

Along with aircraft and AI changes, AOE features new 
air-to-ground attacks. Pilots will fly against moving ground 
targets such as trains, tanks, truck convoys and half tracks and 
stationary targets such as V1 rocket sights, radar installations, 
bridges and munitions depots. 


The missions 

Three new mission types have been added that focus on 
the air-to-ground scenarios. 

‘Crossbow’ features pilots from either the USAF or RAF 
targeting V1 buzz bomb sites and radar installations. ‘Close 
Support’ focuses on bombing action near the front lines, 
while ‘Interdiction’ means going after trains, bridges and 
convoys to destroy enemy supply lines. All of these mission 
types can be played as a single mission, or as an integral part 
of the Career mode. 

With the addition of ground attack missions, the detail 
and variety of terrain and land based objects has been 
enhanced from previous games in this series. Featuring more 
ground detail than seen hitherto, AOE portrays a more varied 
and realistic world. Bridges, cities, and European landmarks 
(such as the Eiffel Tower) now populate what was a fairly 
sparse terrain in Aces of the Pacific, and provide a whole 
range of new targets for those with an itchy trigger finger 
(and for Francophobes - Ed). 

The speed of the 3Space system has also been in¬ 
creased. Thanks to this increase, the frame rate of AOE will 
be comparable to that of AOTP even with the increased de¬ 
tail levels. Another improvement is a revamping of the mis¬ 
sion generator which creates nearly all of the simulation’s 
scenarios. After AOTP, a serious rewrite of the mission 
builder code was undertaken, adding greater intelligence to 
the system and more randomly generated elements. The result 
is missions which are historically more accurate and varied. 

A small technical addition worth mentioning: Squadron 
and Flight Position markings are now included. Historically 
accurate illustrations and markings will now allow pilots to 
visually identify who they’re flying against and the impor¬ 
tance of an enemy plane in its flight. Tally Ho! □ 

Aces Over Europe is scheduled for an April release by 
Dynamix 
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The first Jet fighter ever to see combat., the 
Sf-252 shocked the fillies whenever they 
encountered it. With a top speed of S40 mph t , it 
could outrun anything in the sky. It served in 
limited numbers starting in late Ifi44. 
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Design notes by Impression’s Edward Grabowski 



T he objective in designing The Blue and the Grey 

was to create a simulation which covers the whole of 
the Civil War. Starting in April 1861, the player can 
control either side and continue the fight until victory. Players 
will not only command armies strategically, but also will be 
able to direct units tactically in the latest, significantly 
different version of the Micro Miniatures series. 

Large scale 

Armies will be made up of the same numbers as in the 
real war with the introduction of extra troops limited to the 
quantities that joined historically. Similarly, the quality of 
weapons will change through time to reflect not only the 
improved armory available, but also the mix of weapons of 
the two sides. 

In order to have a chance of winning, the South, with 
fewer men to call on and less financial resources, will need to 


mately 750 troops). 

As in the real war, the number of units will decrease 
through time. The Battalions will, be left with around 20 
figures (500 men) in the later stages of the war. Battalions 
will have an experience rating which will grow as they fight 
battles. In addition, morale data will be kept and carried 
forward after combat. Each figure (up to 25 men) is capable 
of holding a different weapon; fresh weapons will be issued 
as time passes. 

Players will be able to customize the game by naming 
individual battalions. There will also be a variety of authentic 
uniforms available for selection. The ‘real-time’ artificial 
intelligence will be tailored to follow the Military training of 
the day with loose column ‘waves,’ skirmishers and heavy 
fortification playing a large role for the infantry. The will be 
Cavalry be used more as an ‘army in motion.’ 

The role of the Navy 



achieve a quick victory by winning the early battles. The 
North must at first hang on, until their strength in numbers 
and equipment grows to be equal to and subsequently greater 
than the South. The geographical scope of the game is large, 
covering an area from the Midwest to the East coast and from 
Florida up to New York. Transportation by rail or river will 
be catered for with terrain type will affecting travel times. 

When two Armies meet, a Micro-Miniatures battle will 
take place. The battlefield will be generated by the computer 
using the scrolling strategic map as the basis for the terrain. 
The Armies and their initial start positions will also be 
generated, with one figure representing around 25 men. These 
figures will be grouped together to form companies, consist¬ 
ing of either 4 or 5 figures. The companies will be placed 
together to form Battalions of around 30 figures (approxi- 


One cannot forget the importance of the United States 
Navy in the outcome of the war. Its main function for the 
North was the ‘blockading’ of Southern ports; the blockade is 
in quotes because the US Navy was hard pressed to cover all 
3,500 miles of Southern coastline. However, they were quite 
successful and coupled with its ability to transport troops, the 
Navy adds a significant strategic element to the War. 

Primarily control of Naval units will be on the lower 
level (scrollable strategic) map, with sea battles being 
resolved at this stage. It is possible that the Micro-Minia¬ 
tures system could be expanded to allow naval battles to 
take place within the system, although this is undecided at 
the time of writing. 

Disease, as the biggest killer of men in the conflict, must 
be included in any simulation of this scope. The effects of 
disease can be reduced by the player by maintaining good 
supplies, but it cannot be eradicated. It is estimated that 60% 
of the 360,000 casualties for the Union and 66% of the 
260,000 Confederate losses were caused by disease. 

A problem with a simulation that recreates the whole of 
the Civil War and gives total control of the armies to a player, 
is that the famed historical battles, such as Gettysburg, are 
unlikely to arise. There will undoubtedly be equally large 
battles but at different locations and with different Armies. 
Many players will undoubtedly want to recreate historical 
battles using the Micro-Miniatures real-time gaming system. 
To remedy this the game will allow certain ‘pre-set’ 
historical battles to be fought instead of playing the complete 
game. The pre-set battles will not come with the main 
program but will be released separately on data disks.□ 

Impressions say that The Blue and the Grey will be released 
for the IBM PC in the first quarter of this year. A review will 
follow shortly 
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time, with other GEnie players. Some of 
the best gamers in the world. 

The crowd viewing your BattleTech" 
duel? They’re real people. The guys in your 
mercenary unit? Real. The greedy creeps 
who sold you your Mech? Too real. 
Good thing your lancemates are real 
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tired of computer 
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games you can solve and I corporation 

shelve, join the living on GEnie. We’d really 
just entered the arena on Solaris. Another enjoy having someone like you in MultiPlayer 
Mech moves into position against you. BattleTech. For lunch. 

different. This time, I. Set your modem for half duplex (local echo) 
lithe MechWarrior® at 300, 1200 or 2400 baud. 

^ you’re facing isn’t 2. Dial toll free —1-800-638-8369. Upon 

some programmed drone. It’s another per- connection, enter HHH 
son. A real, live, devious human being obsessed 3. At the U # = prompt, enter XTX99220, 
with reducing you to tiny fragments of organ- STRATEGY then press < RETURN > 
ic debris. But that’s what makes it soooo good. 4. Have a major credit card or your checking 
When you play MultiPlayer BattleTech account number ready, 
on GEnie®-or any of our way ✓‘^'1—> • For more information in 

cool online multi-player games— ^ the ° r ^ anac * a ’ ca ^ 

you’re in real competition, in real multi-player games 1-800-638-9636. 


MultiPlayer BattleTech is a trademark of Kesmai Corporation. MechWarrior, Mech, and BattleTech are registered trademarks of FASA Corporation. MultiPlayer BattleTech available only for IBM PCs and 

compatibles. Frames from MultiPlayer BattleTech. . 
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Brian Walker looks into some Software Sorcery 
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N o sooner does our writer Sandy Eisen bemoan the 
lack of a ‘killer game’ for CD ROM, than along 
comes a new company with four titles all containing 
the potential to be placed in that category. Software Sorcery, 
while new to the CD ROM arena, have produced one game on 
floppy disks - Sea Rogue, the treasure hunting simulation 
published by Microprose last year and a game. A game that 
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was generally well thought of, not least for the amount of 
research that went into it. 

Software Sorcery was founded by James and Kathy Jones 
in 1989. James is a bit of an old salt, hence the nautical flavor 
of some of the titles. The switch to CD ROM came about 
partly because putting mutli-megabyte games onto floppy 
disks was not considered feasible. Another reason was the 
dearth of good CD ROM games.‘It’s either shovel ware or 
maps of Timbukto’ said product co-ordinator Margaret 
Kennedy when discussing the abysmal range of software 
available on the silver shiny. She’s certainly in good company 
when expressing this view, as EA chairman Trip Hawkins has 
been saying exactly the same thing recently. 

The first release, which should be available now, will be 
Jutland, and although this is the first naval simulation on CD 
ROM there’s nothing really startling about this. What is sur¬ 
prising is that it is a World War I naval game. It’s somewhat 
ironic that a simulation of one the most archaic of recent wars 
should be the first to appear on such a high tech format. Ms 
Kennedy says the choice was quite simple: ‘There have been 
so many World War II naval games out there recently we 
thought we’d do something different.’ 


Nuts and bolts detail 

Played at command level, Jutland lets the player take 
command of a single warship or the entire fleet in the famous 
and controversial Battle of Jutland - one of the biggest naval 
battles in history, resulting in the loss of 25 ships and over 
8,000 lives. Both sides claimed victory, but the truth is that 
nobody won. Like Sea Rogue before it, much work has gone 
into historical accuracy, right down to the weight of shots 
fired by the old steel tubs. The ‘nut and bolts’ brigade (hallo, 
Matt Sentell) should at least be satisfied. 

Software Sorcery say that the storage capacity of CD 
ROM has been used to the hilt. Digitized video of newsreel 
footage, rendered 3D graphics, cinematic sequences all in 256 
color SVGA graphics, account for quite a few megabytes. 
Over 100 missions are included with the game which will 
feature both tactical and strategic combat. 

The strategic side of the game takes in supply factors as 
well as war bonds, the sale of which can raise money for new 
ships. Night combat will be a big part of the game with gun 
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flashes and shells wailing as they fly by. In what is, perhaps, 
the first example of reverse shovelware, Jutland will be 
released in a pared down floppy version later this year. 

From the old to new, as it were. Aegis: Guardians of 
the Fleet is a modern naval game featuring the Falklands and 
Libyan conflicts, amongst others. The program, it is claimed, is 
based upon ‘unclassified military information and historical ac¬ 
counts of the actual battles.’ Like its aforementioned predeces¬ 
sor, ‘Aegis’ will have the same multimedia trimmings. In fact, 
it uses the same game engine but will also have diplomatic op¬ 
tions. Both games will be ‘challenging’ says Ms Kennedy. ‘We 
didn’t want to make it so difficult where players give up, but at 
the same time we realise that no one want to buy a game where 
they can win straight away.’ If the games gain consumer accep¬ 
tance, then a series of land based simulations is planned. 

Clang! 

The company’s name suggests a leaning towards things 
that go clang in the dungeon, and sure enough a role playing 
game forms part of their inventory. Fantasy Fiefdom is a 
single character role playing game set in the days when men 
were men and girls wore girdles. Like the aforementioned 
naval simulations, much work has gone into historical 
accuracy. Armor and weaponry of the period were the subject 
of intensive research. Dragons proved more of a problem. 
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As is fashionable these days, the storyline is non linear. 
Players are encouraged to explore and undertake mini-quests 
in their bid to rule the land. A character generator is provided 
so no one need fear being stuck with some computer gener¬ 
ated jellyhead. Owing to the size of the game it’s unlikely that 
it will appear on floppies. 

Dead Zone Jr has nothing to do with the Stephen King 
novel of (almost) the same name, but represents Software 
Sorcery’s foray into science fiction role-playing. The epony¬ 
mous zone refers to an intergalactic junkyard which turns out 
to the ignominious birthplace of the player’s alter ego - Junior. 

The only way out of this space ghetto is to escape, but 
getting down on all fours and burrowing away like a de¬ 
mented bunny is unlikely to help. A spaceship is what’s 
needed. But Junior remembers the old saying ‘once a junkie 
always a junkie’, so off he goes down to the yard and before 
you can say ‘Robby the Robot,’ he’s up to his neck in scrap 
metal. Not the most scientific way to build a craft capable of 
supersonic flight, perhaps, but it beats panhandling. 

If Software Sorcery can come up with the gaming magic 
to make these titles equal to the technology that produced 
them, then a CD ROM drive could be the first item on those 
ever changing wish lists.□ 

Software Sorcery say that Jutland will be released in March 
followed closely by Aegis. Fantasy Fiefdom and Dead Zone 
Jr are scheduled for release in the 2nd quarter of this year. 
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BUILT IN A DAY 


a s governor of a province of the Roman Empire you must 
_Tl build cities for the good of your people. Fortify your 
cities with walls & towers - but should your defences fail, 
you must command legions to crush the hostile barbarian 
tribes! Success will lead to promotion -and ultimately, the 
very best may rise to become... Caesar! 

Battles may also be fought out in detailed, animated combat using a 
much enhanced version of Impressions’ Cohort (Cohort II will be 
available separately). 
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Grow your city with ampitneatres, forums, 
temples, aquaducts, roads, baths & workshops 
and much, much more! 


Mbes with cross-country 
e Great Wall of China 
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Spectrum HoloByte’s 



N o more street maps of San Jose. No more encyclope¬ 
dias detailing the mating habits of the spotted 
wombat of Mongolia. CD ROM is for real! That’s 
the message from the Consumer Electronics Show as more 
and more companies offer simultaneous and enhanced CD 
ROM versions of DOS based games. One of the first of the 
new generation of games will, in fact, be CD ROM only. Iron 
Helix, from Spectrum HoloByte is described as a ‘cross 
between Pac Man and Alien’ which, if nothing else, leaves a 
lot of room for manouvre. 

Iron Helix was created by Drew Pictures Inc and is ren¬ 
dered entirely in full-color photorealistic 3D animation. The 
story is set in a cold war future where a biological weapon 
threatens to touch off a galactic holocaust. To prevent this, the 
maze-like starship carrying the weapon must be destroyed. 

All the action takes place on board the starship with the 
player speeding through corridors, shafts and lifts attempting 
to find clues while avoiding the ship’s deadly security drone. 
The graphics throughout and the soundtrack are first rate and 
the action, while a tad arcade flavored, is non stop. 

The creative director of Drew Pictures is Richard Cohen, 
who was one of the principal animators on Arnie’s Termina¬ 
tor 2. Cohen sees Iron Helix as one of the first of many 
‘mini-movies’ that will be appearing on CD ROM. ‘I’ll be 
creating special effects for what may become desk-top light 
and magic,’ he says. 

On the floppy front, Spectrum HoloByte will shortly 
releasing Tornado, which was designed by Dave Marshall 
and his team at Digital Integration back in the UK. A preview 
of this appeared in issue 14. 

Chess programs seems to be all the go nowadays and 
SH leap on the bandwagon with National Lampoon’s 
ChessMeister 5 Billion and 1. In any word association test, 
it is doubtful that chess would be the first word to spring to 
mind in conjunction with National Lampoon. But this new 
program is a spoof aimed at taking on Interplay’s Battlechess 
market, rather than Gary Kasparov. SH say the game will 
feature live-action 3D graphics in fully animated ‘adult- 
oriented’ situations’ (oo-er!). Also included with the game are 
two basic sets: ‘bawdy’ and ‘boring.’ Bawdy contains the 
aforementioned adult-oriented situations of the type that I’m 
sure no reader of this magazine would be interested in. The 
boring set is, well, boring. 

Contrary to our report in the last issue that Spectrum 
claimed that this program would ‘beat anything,’ they in fact 
claimed nothing of the kind (we made it up!). It is, however, 
one of the strangest programs of its kind (though they don’t 
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claim that, either). 

Coming later this year will be a PC port of the best 
selling Sega title David Robinson NBA Action. This will 
feature: 28 team rosters, individual stats, instant replays, 
crowd noises, and temper tantrums from overpaid athletes (?). 
Work-in-progress at Spectrum HoloByte includes: Star Trek: 
The Next Generation and Warthog A-10.Q 



Iron Helix: my generation 
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Electronic Arts’ 






Seal Team 


A fter being one of the major players in the PC 

market for so long, EA appear to have dropped the 
ball in the past year as only a sprinkling of PC 
releases (by their standards) appeared under their auspices. 
In 1993, though, they have picked it up again as they had 
one of the most exciting looking ranges at the show. 

The first of their new releases will be Seal Team, a 


tactical wargame set in the Mekong Delta. This is some¬ 
thing of a surprise, to say the least, as it looked like EA had 
abandoned this genre long ago. But a wargame it most 
certainly is and from what I saw, a very good one. 

In total there are 80 missions in the game, all historical 
and based on combat reports provided by the UDT-SEAL 
Museum Association. The squad consists of four combat 
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specialists each with individual skills, on hand is a wide variety of 
weapons to choose from to compliment these skills. The view is both 
first and third person combined with multiple external views. There 
are also personnel stats which are updated after each mission. 

Seal Team looks like the start of a mini-trend: squad level 
tactical wargames combined with the type of character identification 
and statistics hitherto reserved for role playing. The only surprise is 
that such a merger took so long to occur, after all, Avalon Hill 
pioneered this concept years ago with their Squad Leader and 
Ambush boardgames. 

EA’s UK office has been hard at work and looks set to make 
major contributions to their US parent. Yet another tactical game, this 
time set in space will make its appearance this spring. Space Hulk is 
a conversion of the best selling Games Workshop boardgame, and the 
computer version looks all set to emulate it. Basically this is another 
Aliens variant - run around a labyrinthine ship in attempt to try and 



U—-- 

Seal Team 


avoid being eaten by of steel chops, but the graphics and SFX should 
lift it out of the stereotypical rut. 

Bullfrog finally appear to have got Populous out of their system 
and are set to unleash their first ever game that was developed 
specifically for the PC rather than the Amiga. Syndicate has many of 
the familiar Bullfrog hallmarks, the most obvious of which is the 
creation of a complete and consistent world. The world in this context 
has been divided up into three giant camps: Europe, America, and 
Asia. In order to control the plebs, one of the camps has invented a 
mind chip - small microchips that when inserted into the cranium will 
have the unfortunate recipient believing he is someone, something, or 
somewhere else. 

Law and order is otherwise maintained by mind-altered police, 
controlled by company agents who’s main task it is to make the 
company money. The player’s role in all this is take on the job of 
Marketing Director of one of their own Megacorp and directly control 
company agents. The ultimate goal is to control all 50 cities in the 
‘new’ America. 

At first sight, Syndicate looks like the hybrid to end them all. Part 
role-playing, part tactical wargame, part business game, and a few 
adventure elements thrown in for good measure. While the potential to 
be criticised for being neither fish nor fowl is omnipresent, Bullfrog 
look to have got the mix exactly right in what could be their best game 
to date. One bonus feature will be that the game can accommodate up to 
eight players over a network. A modem option will probably be 
included also, but at the time of writing this is unconfirmed. 

Our adventure game of the year, The Lost Files of Sherlock 
Holmes, will shortly be available in a CD ROM version. Enhance¬ 
ments will include full motion video and digitized sound throughout 
the game. Gary Kasparov’s Gambit, which complete’s EA’s line-up 
for the first half of ’93, will be discussed in our next issue.□ 


TWO YEARS AGO... 

THE FWS UNIOM DEPARTS FOR 

TAU GETI III VIA 
THE HYPERSPAGE BOOSTER 


Following years of instability and chaos - with the Federated 
Worlds (FW) and the United Democratic Planets (UDP) 
vying for superiority in the Local Group - in 2374 CE the 
hyperspace booster at Cetus Amicus was certified operational. 
The FW, eager to reestablish contact with the mysteriously 
silent Home Cluster, dispatched the FWS Union, under the 
command of Alex Seward, to use the booster to travel to T au 
Ceti III - the location ofthe Home Cluster’s booster. Captain 
Seward completed his mission, overcoming saboteurs and 
xenophobic locals, and uncovered the truth about the 
discontinuance of Development Assistance to the Local 
Group. Seward’s findings led to an investigation by the 
Federated Worlds Special Forces’ Intelligence Division (FSWF-ID). 
It was discovered that a conspiracy had been going on during 
those fifty two years of non-contact, involving high-level 
officials in not only the Home Cluster, but also in the Local 
Group. With members of both the FWand UDP governments 
implicated, both sides grew mistrustful and hostile. Following 
several military incidents, the UDP declared war on the 
Federated Worlds. 

To Be Continued... 


The War escalates this Spring 
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From the smallest variation 
to an existing battle or the com¬ 
plete design of an original car¬ 
rier battle scenario, SSG’s 
comprehensive Construction 
Kit provides an infinitely flex¬ 
ible tool for bringing to life 
those climactic carrier battles 
which shaped the course of the 
Pacific War 

Build ships and planes... 
organise them into squadrons 
and task groups... draft a map 
and position air bases, coast- 
watchers, etc... bring history 
to life with this finely detailed 
Construction Kit 
Play any of the three new 
scenarios included in this 
package 

Additional intelligence files 
for the six scenarios in the origi¬ 
nal Carriers at War game will 
add greatly to their enjoyment 
War Room™ is a revolution¬ 
ary framework for customiz¬ 
ing the Artificial Intelligence 
used by the computer oppo¬ 
nent. For the first time in a 
computer game, the subtlety, 
skill and unpredictability of 
the computer’s performance 
will depend on you... 

Ownership of 
CARRIERS OF WAR 
is needed to use this product. 



Strategic Studies Group 
8348MonticelloDr 
Pensicola, FL32514 
Tel: 904 494 9373 
Availablefor IBM com¬ 
patibles: Requires 640K, 
Hard diskdrive, EGA or 
VGA. Supports Adlib & 
SoundBlaster Cards, 
Mouse or Keyboard. 
574" or 3V 2 " $59.95 
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Impressions goes 

Into the 
Breach 


N o one at Impressions (not even their PR dept) 

envisaged the sort of success the company would 
have when they set up shop in Conneticut last year. 
Air Bucks was an instant hit for them and provided the 
encouragment so essential to new companies. The new year 
sees the company targetting the US market more clearly by 
developing on the PC rather than the Amiga, still the 
dominant computer games platform in Europe. 

One of their first releases this year will be When Two 
Worlds War, a strategy game involving intergalatic develop¬ 
ment. Combat not only takes place on the planets, but also in 
the gap in between (commonly known as space). Like most 
Impressions games. When Two Worlds War occurs in real¬ 
time. Many players have qualms about this, but there can be 
no doubting its suitability for modem play and this is 
precisely what When Two Worlds War will offer - the first 
Impressions game to do so. In addition there will be a 
scenario builder, 256 color VGA graphics, the option to 
personalise planet names and squads, and a stat compiler for 
pilots. Impressions are also working with Aria to include 
voice recognition in the game. 

Another strategic space combat game from Impressions 
is Rules of Engagement 2, produced in conjunctuon with 
Omnitrend. Like its predecessor, this is a real-time game set 
in space and one which will contain the facility to load and 
run scenarios from Breach 2, and the forthcoming Breach 3, 
at certain points in the game. The Blue and the Grey, 
Impressions’ civil wargame is the subject of a design notes 
piece by Edward Grabowski in this issue. I mentioned to 
David Lester, CEO of Impressions, that I thought the game 
would look better in hi res EGA rather than opting for the 
more colorful but lower resolution of VGA. Any opinion on 
this would be welcome both by myself and by Impressions. 
Coming soon: Caesar and Air Bucks 2.G 
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Sim Farm: the ‘country cousin’ 

Maxis goes 

Down on 
the Farm 



axis can always be counted on to come up with 
something different and sure enough, sitting 
alongside their electronic fish tank (El Fish) was 
their latest oddity Sim Farm. Unlike the dense Sim Earth, 
this is more along the lines of their seminal Sim City and is 
even described as that game’s ‘country cousin.’ 

As the name suggests, the player takes on the role of the 
farm manager who must plough fields, buy sow seeds, buy 
livestock, harvest crops, get up at 4am. The simulation has a 
very strong financial model that includes the futures market, 
loans, and taxes. The farm may be run ruthlessly using 
chemical fertilizers, or using more environmentally sound 
measures. 

Twenty-four different crops are available, each with their 
own planting, sprouting, growing, harvesting and storage 
models. There is also a climate model that takes in floods, 
dust storms and tornados. Machinery includes: tractors, 
ploughs, harvesters, trucks, cropdusters, silos, bams and 
windmills. When visiting the town, rodeos and shooting 
galleries are available for one’s enjoyment. 

The point-click-and-build interface is very much like 
Sim City as are the graphics. As with all Maxis ‘software 
toys’ the ‘game’ element is somewhat marginal, though the 
financial side of the game should produce a stiff challenge. 
Coming soon: El Fish and Rome: Pathway to Glory. □ 
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Interplay goes from 

Rags to Riches 


WINTER 



W hile the origins of most software houses are 

humble, it should be pointed out that the Rags to 
Riches of the above headline is the title of 
Interplay’s new stock market simulation, and not a descrip¬ 
tion of the company’s progress (or is it?). 

The game was co-developed by Leigh Ardley upon 
whose Speculation boardgame the simulation is based. 
Starting with a few bucks and a one room shack, the player 
attempts to become obscenely rich by methods fair or foul. 
Interplay say that the game contains historically accurate 
events for the great market crash of ‘29. Several levels of 
competition are included and opponents that vary, and for 
players who wouldn’t know a bond from a brick wall, there is 
an on-screen help guide. To get away from graphs showing 
things going up and down, Interplay have scanned original 
paintings into SVGA artwork. Sound support for the more 
vociferous traders is also included. 

Interplay’s big title this year, however, is likely to be 
Stone Key. This is a spectacular dungeon game featuring 
graphics and sound likely to set a new standard. Despite 
throwing a party to celebrate its first appearance, the company 
is being very tight lipped regarding any further publicity. The 



Rags to Riches: shocks and scares 


game is not scheduled for release until next Christmas, so 
anyone looking for further information should just keep on 
buying the mag (says our accountant) in the hope that 
something will turn up. 

The Battlechess series soldiers on, both on CD ROM 
and floppy. On the subject of CD ROM, Interplay are into this 
format big time. Enhanced versions of Lord of the Rings, 
Star Trek 25th Anniversary and Sim City are all on the 
way. The Star Trek game will feature the voices of actors 
William Shatner and Leonard Nimoy.G 
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6 . Dynamite explodes, 
pushing pail off ledge. 
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4. Light shines 

through the 
magnifying glass, 
lighting rocket. 






8 . Bullet bursts 
balloon. 



5. Rocket lights fuse, 

exploding dynamite. 
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7. Pail pulls string, 

shooting gun. 


VS 


3. String pulls switch, 

turning on light bulb. 
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9« Bucket falls 
on hamster 
cage, making 
hamster run. 
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Microleague plan a 

Blood Bowl 

M icroleague, hitherto best known for their sports 

sims, have been diversifying of late. Laser Squad 
is just one result of their exploration of new 
genre. This is a tactical wargame for one or two players that 
inhabits the same sort of gaming terrain as Breach 2 and 
Tegel’s Mercenaries. Form a squad, buy weapons, meet 
aliens, kill them. 

Readers familiar with Games Workshop’s product 
range may recall that their Blood Bowl game was one of 
their most popular titles. This is a fantasy football game that 
numbers ogres, elves, and zombies among its protagonists. 
Such was its popularity amongst board gamers that leagues 
were formed and several expansion kits issued. 

The only flaw in the game was constantly having 
to cross reference numerous charts to find out if Edgar 
Elf really did score a touchdown before being crushed 
to death by Oscar Ogre, but just as the computer has 
taken the drudgery out of wargames, thus is should do 
the same for games like Blood Bowl. To facilitate 
tournament play, Microleague say that modem play 
will be supported. 

Microleague’s more conventional sports games include 




Quarter Pole, a very welcome horse racing simulation. 
Welcome because the ‘sport of kings’ has been neglected 
apart from Onmi-Play’s wonderful Horse Racing. □ 



(in 14 easy steps). 




12 . 


Balloon turns 
on motor 
switch. 


11. Scissors cut 
balloon string. 


10. Jack-in-the-box 
pops up, hitting 
scissors. 


i i/ 


13. Motor starts fan, pushing 

tennis ball off ledge. 


Non-Stop Fun 

(because you just can’t stop) 

Getting people to play The Incredible Machine 
isn’t hard. Getting them to stop is! Combine 
ingenuity and obsession in this incredible work¬ 
shop for your computer. Try solving over 85 
puzzles by creating convoluted contraptions (like the one in 
this picture), using pulleys, bowling balls, hamsters, monkeys, candles, 
balloons, and a whole assortment of bizarre machine parts. The Incredible 
Machine features timed play, and a free form mode that lets you stretch 
your inventive mind to the limit. Pick it up at a software dealer near you. 

For A Free Demo Call: 

1 - 800 - 326-6654 

While supplies last 


14. Tennis ball trips 

see-saw, sending 
bowling ball crashing 
onto your computer. 
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Empire Strategy’s 

Cyberspace 

T he sleepy university town of Oxford is not somewhere 
that one would immediately associate with the 
futuristic world of cyberspace. But it is within this 
hive of academia that the development team known as ODE 
can be found working on Cyberspace, a conversion of the pen 
and paper role playing game published by Iron Crown 
Enterprises (ICE). ODE's last major work was on the Team 
Yankee games published by Empire Strategy, the same 
company that will be publishing Cyberspace. 

It’s somewhat ironic that the majority of games for what 
is essentially a computer generated world, are cardboard 
rather than silicon based. Interplay’s Neuromancer and 
Activision’s Circuit’s Edge spring to mind, but these are 
dwarfed by the products from boardgame publishers like West 
End, FASA, and R Talsorian whose Cyberpunk remains the 
seminal game on the subject. 

Cyberspace, set in the year 2090, looks like being the 
first computer game to tackle the subject on its own terms 
rather than trying make it conform to (role playing/adventure) 
genre conventions. Much work has gone into the interface, for 
example. In particular, to try and retain the suspension of 
disbelief that one is not merely peering into the monitor, but 
is actually a part of the cyberworld unfolding before one’s 
eyes. The Heads-Up-Display (HUD) offers a first person 
perspective that can be customised according to taste. The 
design logic being that the interface should be an extension of 
the cyber enhanced character. There will be no inventory 
screens or control panels, or indeed anything that is not 
consistent with the cyberworld reality. 

The playing area is a city containing 10,000 buildings, all 
laid out in a grid system of streets and avenues. The buildings 
contains rooms and floors all displayed from a 3D perspective. 
Within this city lies yet another level of reality: cyberspace 
itself. The player can access this world within a world by 
logging on to a computer terminal. The citizens in the primary 
world are made up of a combination of polygons (for the body 
and clothes) and bitmaps (for the head, to allow more detail). 

All characters in the game may be approached and the 
responses will vary. Some characters will be helpful, some will 
be hostile. The game itself, while containing a main scenario, is 
decidedly non linear. The design aim is to encourage players 
to explore the cyberworld and to try and master the many sub¬ 
plots en route. Lurking behind the scenes, attempting to 
obstruct human progress, will be the computer in the role of 
Games Master. The sub plots are the heart of the game 
system and offer, amongst other things, a wide variety of 
career choices: courier, private eye, streetfighter, too. 

The combat system is a mixture of skill and reflexes. 
Combat results are modified by character attributes, but at the 
same time being quick on the mouse draw is equally impor¬ 
tant. ODE say that combat does not form a major part of the 
game but for those whose blood lust is unquenchable, security 
guards have been provided as cannon fodder. Sampled 
sounds, a character generator, and some smooth animation 
complete what looks to be welcome foray into the neglected 
netherworld known as cyber. □ 
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Software Developers 

Access Software 
Accolade 
Activision 
Amtex Software 
Animotion 
Apogee Software 
Artie Software 
Artworx Software 
Asymetrix 

Autoskill International 
Bekir Associates 
Capstone/Intracorp 
Centennial Research 


Computer Associates 
Cool Shoes Software 
Dr. T's Music Software 
Dynamix Inc. 

Eclipse Technologies 
European Software Creators 
Floyd Design 
Great Games 
Hollyware Enteitamment 
Howling Dog SyMenw 
Human Machine Interfaces Inc. 
IBIS 

Icom Simulation 


Impressions Software 
Interplay Productions 
Knowledge Adventure 
Legend Entertainment 
linEL 

lips Software 
LucasArts 

Mathematica Incorporated 
Megatech 

Micro League sport% 
Microprose 
Miles Design 
MKn informatigue 


Mountain Horizon 
Nova Logic 
Patch Panel Software 
PC Comix 
Psygnosis 
Rational Data 
Systems 
Recreational 
Softvvare Design 
Rix Softworks 
Sierra On Line 
singing Electrons 
Sir-Teen Software 


Software Toolworks 


Spectrum Holobyte 
SSI 

The Audio Solution 
The Fat Man 
URC 

Walt Disney Computer Software 
Westwood Studios 
White Wolf Production 
WordPerfect Corporation 


Sound that's rich and 
dean, dean, dean" 

- Strategy Plus 

"Hot very ver y hot" 

- PC Review 

"The cutting edge of 
sound technology" 

- PC Entertainer 

Well worth the wait" 

- PC Games 


PC Games Hardware 
of the Year 



sound 

standard 



Microsoft 

Windows 


Compatible 

Version 3.1 


A re you ready to try the absolute best 
sound card on the market today? 

The one that PC Games and PC 
Entertainer have named "Hardware 
Product of the Year"? Are you ready to 
make a RISK-FREE investment? Then 
you're ready for the AdLib Gold! That's 
right... AdLib MultiMedia is so confident 
in the AdLib Gold 1000 Stereo Sound 
Adapter, we are offering a 14-day money- 
back guarantee. So pick up that phone 
and dial AdLib MultiMedia Direct... you 
don't even have to pay for the call... AflljlD 
1 - 800 - 463 - 2686 !!! 


Ad lib MultiMedia Direct 

1 - 800 - 463-2686 

(orders only) 





MultiMedia 


Reader Service No. 103 


Ad Lib MultiMedia Inc., 350-80 Franquet Street, Ste-Foy, QC, Canada G1P 4P3 
Toll free order line: (800) 463-2686 Phone: (418) 656-8742 Fax: (418) 656-1646 

©1993 Ad Lib MultiMedia. Ad Lib, Ad Lib Gold and Ad Lib PC Video are trademarks of Ad Lib MultiMedia Inc. 
Other names are trademarks of their respective owners. 


Order now to receive extra special 
Gold Software - Absolutely FREE! 

Available from Ad Lib MultiMedia 

• Ad Lib Gold 1000 $179 

• Ad Lib PC Video $399 
...and much more! 


Dealer inquiries welcome 

* Prices do not include 
shipping and handling. 
All prices in US dollars. 

















Whether you’re diving blind through fog to find a 
runway or loop-de-looping to save your tail, get your 
hands on VIRTUAL PILOT, the flight yoke that looks 
and feels exactly real... because it is. Designed by an 
airplane builder, VIRTUAL PILOT flies any simulation or 
game that supports a joystick. Works with all IBM and compatibles. And you won’t have 
to fly halfway around the world to buy it. Just buzz your local store. 


VIRTUHL PILOT 



PRODUCTS 
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N ew companies are always welcome in the software 
business and they don’t come any newer, or stranger 
sounding, than Twin Dolphins Inc. Behind the name, 
however, lies a core of industry veterans. For example, 
producer Paul Meyer worked for Origin Systems where he 
helped develop such games as Martian Dreams, and Ultima 
VII. His current project is Blood and Iron: Battles of the 
Big Red One, a multimedia wargame designed to run under 
Windows and one which will be available on CD ROM as 
well as floppies. The already planned follow-up to Battles of 
the Big Red One will feature the Pacific theatre. 

‘The Big Red One’ is a WWII squad level game 
featuring tactical real-time battles interspersed with digitized 
newsreels from the period. The CD ROM version will feature 
a cinematic voiceover. The game has been designed so that it 
can be configured to please novices and hardened veterans 
alike. Fog of war and hidden movement can be toggled on or 
off according to taste. Blood and Iron is intended as a 
modular system that will make use of Windows DLL to 
produce files that may be incorporated into the master 
program. For example, modem and network upgrades will be 
available in this format shortly after the product ships. 
Producer Meyer had some interesting things to say about 
Three Sixty’s V for Victory series: ‘Why Would anyone 
would want to design a game like that,’ he proclaims, ‘it’s too 
much like a boardgame. Maybe it will sell 10,000 copies to 
all the people who bought SPI games, but we’re aiming for a 
lot more than that.’ 

All is not war and worry at Twin Dolphin, however. 

Their second release will be Forgotten Castle, an adventure 
game (or rather a ‘fantasy interactive movie’) that is being 
produced by our old friend and grammar expert (see letters, 
issue 28), Jeff Groteboer, who previously worked for SSI on 
such titles as Shadow Sorcerer and Carrier Force. Prior to 
that Groteboer had extensive experience in the boardgame 
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Get& Holding the Beaches 


Blood & Iron 


Blood and Iron: The Big Red One 


business with GDW and Avalon Hill. As if this wasn’t 
enough he’s also cranked out three books, proof that he is 
capable of spinning a good yarn. Just make sure there are no 
typos in the manual, Jeff. 

The yarn in question, Forgotten Castle, supports SVGA 
and what is described as an ‘invisible, common-sense 
interface.’ Although the emphasis is on storytelling there is 
combat in the game, the speed of which can be adjusted to 
suit all reflexes. The fully animated characters and monsters 
were created using Autodesk 3D Studio. Digitized sound 
effects, a full musical score, and a first person point of view 
complete the picture which, at this point in time, looks very 
pretty indeed. □ 
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(above) Kronolog: time in a tizzy 


There’s Merit 

In a Time Warp 


WINTER 



N azis, it seems, are coming out of the woodwork these 
days. Here they are again in Kronolog: The Nazi 
Paradox, a new adventure game from Merit 
courtesy of Castleworks. The storyline will be familiar to 
anyone on browsing terms with Philip K Dick’s Man in the 
High Castle which offered the hypothesis that the Axis had 
won the war and that the Nazis and the Japanese were 
running the show from San Francisco. 

In Kronolog, it is the Nazis who are controlling America 
after winning the war. A situation which puts Mark Hoffman 
in the sort of tizzy that heroes are prone to experience: he 
knows too much! Perhaps because of this knowledge mass, 
things start to get a bit hazy, and before you can say ‘back to 
the future’ he finds himself 50 miles north of Munich in the 
year immediately prior to World War II. 

Krononlog claims several new features such as PIM - 
the players own personal information manager which stores 
information collected during the game. An original soundtrack, 
3D animation and over 85 locations complete the story.□ 


Sir Tech’s 

Black Eye 

T he name Sir Tech has become virtually synonymous 
with the Wizardry series. But now the company is 
seeking to capitalise on the outstanding success of this 
cycle with Realms of Arkania, a German developed fantasy 
role playing game based upon the best selling pen and paper 
game in that country. Das Schwarze Auge (The Black Eye to 
you, sir). This series has spawned some 70 adventures and 
more than a dozen boardgames. The first story to be released by 
Sir Tech will be Blade of Destiny. Features include: 12 differ¬ 
ent character classes, 7 attributes, a detailed skill system, ani¬ 
mate combat using a 3D isometric display, an 80 spell magic 
system, the phased time system of traditional role playing all 
in 256 color VGA and with a full musical accompaniment. 

Although not an intensive experience as the Wizardry 
series, Realms of Arkania should appeal to traditional role- 
players as the computer version was designed to replicate the 
pen and paper system as closely as possible. 

When I last met up with Sir Tech in Las Vegas, they had 
in their comfy little suite an enthusiastic fellow by the name 
of Iain Currie. The source of his fervour was Ambush, a 
modest looking strategy game which at that time vaguely 
resembled SSG’s Warlords. Why then, does it now make one 
think of Strike Commander? ‘Well, we’ve added a few 
things,’ adds Currie with characteristic modesty. The intro to 
the game announces the arrival of a ‘strategic roleplaying 
management resource game.’ At first I thought this was an 
attempt at irony - a marketing tactic to leave no base 
uncovered. But no. It’s serious, and what’s more the game 
looks to make good the claim. 

The adventure-style story is non linear so that the game 
will be eminently replayable. The role playing element comes 
when controlling a squad of 8 separate mercenaries, each with 
different abilities. The battles are real-time and are combined 
with 3D cinematic sequences. In between all the aggro, there’s 
harvests which must be managed in order to gamer revenue. 
Fifty different playing areas will be included with the game 
which will also contain a musical score. Doesn’t exactly sit 
neatly in the filing cabinet, does it? Ambush is only the work¬ 
ing title of what could be one of the surprise hits of the year.Q 



Ambush: meet Brenda 
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IBM 256-color VGA displays 


THE GRAND 
FINALE OF 
THE MEANEST 
3-D GRAPHIC 
ADVENTURE 
SERIES EVER! 


If you thought it would 
be impossible to top the 
first two "Eye of the 
Beholder" adventures, 
you're in for a deadly 
surprise in Eye of the 
Beholder III: Assault on 
Myth Drannor. Behold 
Eye III, with the hottest 
graphics, a devilishly 
deep plot, and more 
cinematics than ever. 

This time you're trans¬ 
ported to the ruined city 
of Myth Drannor in the 


FORGOTTEN REALMS® 
world, where you must 
wrest an artifact of divine 
power from the dread 
lich Acwellan. A massive 
monster bestiary awaits 
yourjourney through 
the forest, mausoleum, 
temple, and guilds. 

The never-ending com¬ 
plexity with more 
character action, 
plots and 


subplots 
requires 
you to 
think on 
your feet 
or perish. 


The streamlined 
interface with the new 
ALL ATTACK button 
gives you the smoother 
moves you'll need to 
survive in combat. 

Eye III is an assault on 
your senses, with three 
times more cinematic 
intermissions and five 
fully-scored music 
pieces. Plus the 
ability to import your 
favorite characters 
from Eye II, along 
with weapons, 
treasure and 
experience levels. 


The way the developers 
of Eye III see it, if you're 
going to go out, you 
might as well go out in 
style. Who knows, 

40-100 hours later, you 
might just see the light 
at the end of Eye III. 
Then again, you 
might not. 


■ 
















ADVANCED 
DUNGEONS & 
DRAGONS, 
FORGOTTEN 
REALMS, and 
the TSR logo 
are trademarks 
owned by and 
used under 
license from 
TSR, Inc. 
©1993 TSR, 
Inc. ©1993 
Strategic 
Simulations, 
Inc. All rights 
reserved. 


ibm 


4';;, -■tfv.. 


CLUE BOOK 
AVAILABLE! 


: 


TO ORDER: Visit your retailer, 
or call 1-800-245-4525 with 
Visa/MasterCard orders 
(USA and Canada only). 
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THREE-SIXTY PACIFIC • 2105 S. BASCOM AVENUE • CAMPBELL. CA • 95008 • 408-879-9144 
THREE-SIXTY DIRECT SALES: 800-653-1360 IN THE U.S. 800-697-2360 IN CANADA 


AVAILABLE AT BABBAGES. COMPUTER CITY. COMP USA. EGGHEAD SOFTWARE. 
ELECTRONICS BOUTIQUE. WALDENSOFTWARE AND OTHER FINE SOFTWARE RETAILERS 
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J ust what the world needs, a new platform, right? 

Right, especially if that platform happens to be 3DO. 
The 3DO Interactive Multiplayer is the brainchild of 
R J Mical and David Needle who between them designed the 
Atari Lynx. Needle was also the hardware architect for 
Commodore’s Amiga 1000. 

The 3DO company was formed by Electronic Arts 
chairman Trip Hawkins who now enjoys the status of 
visionary guru of the leisure software business. A look at 
3DO’s strategic partners quickly suggests that the Interactive 
Multiplayer is not intended to be a here-today-gone-tomorrow 
piece of gadgetry: Matsushita; AT&T; Time Warner; MCA, 
and, of course, Electronic Arts are all on board. These are the 
players. Now let’s look at the player. 


Speed off flight 

The Multiplayer is basically a CD ROM drive with a 
proprietary format, however, it can read standard CD ROM 
disks, though other CD ROM drives will not be able to read 
3DO disks. It will also be able to read Kodak’s Photo CD 
Disks, audio CDs, and digital movies once these become 
available. With a 50Mhz, 32 bit CPU, 3DO is capable of 
offering fantastic frame rates. The double speed drive that the 
3DO system offers can deliver faster access and twice the 
transfer rates of other CD drives. ‘Images are rendered faster 
than the eye can see,’ claims Hawkins. Certainly the images I 
saw being rendered at the CES were definitely a bit nippy, 
but then these were being loaded from RAM. The real test 
will come when the same images are loaded from disk. 

The souped-up 32-bit chip means that the palette is now 
no longer restricted to the 16 colors afforded by 16-bit. There 
is also a plug-in module that will offer full motion video, 
threatening to make ‘interactive movies’ a reality rather than 
just being part of the lexicon of marketing man. Or as Hawkins 
puts it: ‘The 3DO breakthrough puts all the emphasis on 
delivering real-time graphics power, as a result we have much 
more power than a conventional 32-bit system.’ 

Animation is achieved by using what 3DO describe as a 
‘cel’ system that is not bound by the usual limitations of 
sprites. 3DO’s animation cels have more in common with 
Hollywood production techniques where animators use layer 
upon layer of artwork to provide realistic visual depth. 

The first ‘Multiplayers’ will feature software-based 
motion video, which will provide full-screen video at 30 
frames per second with more than 100,000 colors. The full 
motion video upgrade chip which 3DO say will be ‘inexpen¬ 
sive’, can be plugged in to provide VHS digital video quality.. 
Of course none of this will mean anything if no one develops 
for the machine. But is here that 3DO have made a smart 



Frame 1 


move. Development kits are being handed out free and 
already software houses such as Microprose, Origin, and 
Sierra On-Line have announced that they will be supporting 
3DO. Domark confirmed to me that their Harrier flight sim 
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will appear on the new format. 

Software licensees can take comfort from the fact the 
3DO development system is based on that used for the Mac 
platform. This includes emulation software and programming 
and authoring tools. 3DO can also provide licensees with a 
digital content library of 170 CDs of Holly wood-style sound 
effects, musical scores, film clips, and photographs (without 
copyright fees). Already 3DO say that their content library 
comprises 111 gigabytes (on 170 CD ROM disks) of music, 
film, and text references. All this will be available free to 
developers to include in their game or whatever. 

Playback can be through a standard TV monitor while 
the audio promises to offer pseudo surround-sound. 3DO 
architecture employs a digital signal processor unit that is 
capable of offering high quality digital sound. In addition, a 
technique called 3D Audio Imaging will make sound not just 
move from left to right, but from front to rear (and vice versa) 
when headphones are worn. Just plug the system into the 
stereo and feel those walls move. As much as the machine 
promises, even in first generation mode, there is more to 
come. Add-ons will include: 

■ Cockpit-style joysticks for flying and driving sims. 

■ Modems 

■ 3D glasses 

■ A memory card for saving games 

■ Peripherals for connecting home video cameras. 

■ Midi connectors 

■ Upgrades to the architecture itself, such as advanced 
sound technology 

Beyond these peripherals, 3DO also sees an entirely new 
world being built around their system. Examples they cite are: 

■ Cable TV: a customized 3DO player can emulate a cable 
box to provide access to digital movies, interactive shopping, 
game shows, and on-line cable networks 

■ Education: network capable 3DO Interactive 
multiplayers can be set up in classroom learning labs, 
allowing students and teachers to share information in a 
multimedia learning environment 

■ Video Production: special 3DO configurations can be 
designed to work with multiple video signals and serve as 
high quality, low-cost video production studios 

■ Personal Computers: via 3DO expansion cards, PCs will 
be able to share 3DO multimedia software titles 

■ Portables: Yes, that’s right, the interactive Walkman 



Frame 2 



Frame 3 


The implications of 3DO for the serious game player are 
enormous. Sure, there have been machines like Phillips CD-I 
and Commodore’s CD TV that promised so much. But quite 
apart from any intrinsic limitations, both these systems suffered 
greatly because of a lack of software support. 

With the involvement of Electronics Arts and several 
major players committed to supporting 3DO, a scarcity of good 
software is not going to be a problem. For software developers, 
it’s been ‘open house’ at 3DO whose decision to hand out 
development kits to anyone that needs them is very sensible. 
They clearly realize that even the best machine in the world is 
doomed without software support. 

Because of the some of the software companies involved, 
it is unlikely that 3DO will be weighed down by usual junk 
games pack and boring encylopedias that appear as if by magic 
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when a new multimedia format is bom. Adventure games, 
flight sims and sports are the type of leisure software that will 
benefit most from the technology that 3DO offers. 

So far, 3DO has made all the right moves. They will not 
be trying to market and sell the machines themselves, instead 
this will be left to companies with expertise in that field such as 
AT&T and Panasonic, or indeed to anyone who cares to 
acquire a license. Because of what is perceived as the mass 
market appeal of 3DO, an SRP as low as $600 has been 
touted. Many living rooms these days resemble mission 
control: seemingly unending wires, remotes, and, of course, 
the ubiquitous black boxes. How nice then, if all this techno¬ 
spew could be replaced with just one black box. One that 
could play movies, records, games, and make the coffee. With 
their Interactive Multiplayer, 3DO could have the solution. □ 
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INTRODUCING MAELSTROM!™ The ultimate galactic strategy game. 

MlND-BENDING STRATEGY. As Overlord of the planet Harmony, 
you’ll need all your wits to defeat the evil Syndicate - whose 
treachery knows no bounds. You’ll direct battles, coordinate 
intelligence, manage resources and vie with galactic leaders in a 
world where every decision could be your last. 

HeART-STOPPNG ACTION. You’ll watch from your Executron 1200 
“holo-desk” as your warships obliterate an enemy task force, 
and despair as you view the videotaped kidnapping of a leading 
scientist. Just keep telling yourself: “it’s only a game.” 


€=l Merit Software ?QN BLUTH 


MULTIMEDIA, INC 



1 - 800 - 238-4277 

TM 


EVER-CHANGING PLOTS. On the planet Harmony, nothing is 
predictable. Hundreds of characters interact in an 
everchanging world, all with their own 
stories and motivations. You’ll never 
experience the same game twice. 


Enter a world where only the strong 
survive. And see if you’ve got what it 
takes. Order Maelstrom today! 


13707 Gamma Road • Dallas, Texas 75244 • 214-385-2353 


IBM® PC and Compatibles 5.25" (1.2 MB) or 3.5" (1.44 MB) disks enclosed. Requires: DOS 5.0, 286-12 or higher, 1 MB RAM, VGA Graphics, Hard Disk, and MS-compatible Mouse. Sound Support: 
PC Speaker, AdLib" and Sound Blaster? ©1993 Merit Software. Maelstrom is a trademark owned by Don Bluth Multimedia, Inc. All characters, audio, visuals and concept ©1992 Don Bluth 

Multimedia, Inc. - ALL RIGHTS RESERVED. Programming ©1992 PAS Systems - ALL RIGHTS RESERVED. 


Reader Service No. 31 


























CES Winter ‘93 



Cube 1 



Cube 2 
Notes: 

Stage 1: A straightforward, full-screen bit-map which will be 
manipulated in the following slides. 

Frame 1: This slide demonstrates the standard, full-screen image 
of slide 1 being scaled and mapped onto a wooden frame. 

Frame 2: This slide depicts the scaled, framed and rotated image 
of slide 2, but over an additional opaque background. 

Frame 3: This slide depicts the scaled, framed and rotated image 
of slide 2, but with an additional transparent effect. Notice how the 
nebulous gas clouds are visible behind the main image. 


Cube 3 


Cube 1: This slide demonstrated our standard two-dimensional 
image copied to 6 separate animation cels, all of which are then 
mapped to a three-dimensional cube. Notice the transparent ‘glass’ 
effect, which lets each background cel be seen through the cels in 
the foreground. 

Cube 2 & 3: These two slides depict the same cube in slide 5, but 
with an additional image in the background. Notice again how the 
‘glass’ effect allows the background image (either of galactic clouds 
or an aquarium setting) to be seen through the sides of the cube. 


WINTER 
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Fields of Glory: modem option 



Legacy: house party 




Dominus: hybrid 


L ike many companies who busted their butt trying to get 
their games out in time for the Christmas period, the 
Microprose cupboard was comparatively bare. But at 
least they’ve got their UK operation to turn to. Already this 
has produced a diamond in World Circuit, and now comes 
the very different Fields of Glory, a Napoleonic game based 
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on tabletop miniatures. The player can take on the role of 
Napoleon, Wellington, or Blucher. The historical characteris¬ 
tics of these renowned figures may be selected, or a more 
idiosyncratic course may be pursued. 

The game comes with a complete campaign, plus six 
individual battles. The map is isometric and covers 250 miles 
x 32 miles for campaign play and 1 mile for detailed battles. 
The interface is point-and-click, the aim being to keep the 
action moving. There will also be a modem option in the 
game, making it the first simulation dealing with this period 
to include such a feature. 

Another UK game to appear on the Microprose label will 
be Legacy: Realm of Terror, which comes courtesy of 
Magnetic Scrolls, the team that produced Wonderland. 
Unlike this, Legacy contains no hint of the text plus graphics 
approach that turned some people off what I thought was a 
charming game. 

Legacy is a 3D animated first person role playing 
game set in present day in America. The somewhat deriva¬ 
tive plot recalls the House and Amityville movies: the lucky 
player has inherited a house, but it’s haunted, though at 
least it’s a big house: ten levels with 40 rooms per level. 

Are we talking house or Buckingham Palace here? Naviga¬ 
tion is made easier by a point-and-click interface. No sign of 
Pirates Gold, the World War II tank game, or the Civil War 
game Sid Meier is working on, but look out for these in our 
summer CES report. 

Hybrid games were a welcome trend at the show, 
normally this term usually refers to the dreaded ‘arcade/ 
adventure’ genre, but in this context it meant a mixture of 
more cerebral elements. Dominus from Asciiware is a good 
example of this new trend. It uses their Spellcraft engine 
and attempts to combine role playing adventure with 
elements of wargaming. The warriors in this case include 
ghouls as well as homo sapiens , or an entirely new specie of 
combatant can be created when the program goes into 
Frankenstein simulation mode. If Dominus lives up to only 
half the sum of its parts it will be terrific. 

Golf was still as popular as ever at the show. Access 
say they there will ‘probably’ be a CD ROM version of 
Links but they are reluctant to release details at present. 
Even ICOM Simulations, best known for their Sherlock 
sims, have a golf game, but it’s crazy golf. And do I mean 
crazy. Most of the courses seem to be on mountain tops or 
somewhere in space. 

The chief virtue of Konami’s golf game appeared to be 
that it will run fast on a 286 machine and that it is cheap. It 
also comes with only one (fictional) course. Fortunately (for 
them) Konami do not have to rely on this to pay the bills. 
They’ve got Champions, for example. But then as we all 
know, they’ve had it for a while. 

The latest ETA on this is ‘spring.’ Their other potential 
hit, Frontier (aka Elite 2) is scheduled for release in the 
second quarter of this year. 
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‘Most bugs occur during the development of the first game 
engine’ said Ali Atabek, CEO of Mindcraft. ‘Every company 
has this problem.’ Mindcraft have now got three tried and 
trusted engines up and running so Atabek is confident that 
‘undocumented features’ will be a thing of the past, at least in 
Mindcraft games. ‘1992 was a great year for us,’ he contin¬ 
ues, ‘Siege, Star Legions, and Tegel’s Mercenaries were all 
new engines so 1993 will see us expanding on these.’ 
Mindcraft’s next strategy game will be Ambush which uses 
the Siege engine. This shifts the thrust of the game from 
castles to open terrain while the units will be more 
recognisably human rather than being fantasy based. A 
modem option will probably be included and a scenario editor 
will definitely be in there. 

Significant changes have been made to the sequel Star 
Legions 2, not least the addition of a modem option. Atabek, 
and designer Trevor Sorensen, say that the computer 
opponent will be ‘improved’ and players will be able to play 
the defender rather than just the attacker as in the original 
game. Upon completion of Star Legions 2, Sorensen will 
start work on the next chapter of Star Fleet Battles. 

Another sequel is Tegel’s Mercenaries II. This will add a 
mission builder and new units. The latest in the Magic 
Candle series will be Legends of Drakka, the main new 
feature here will be cut-away scenes of digitized speech from 
the main characters in the game. 

Mindcraft’s new engine this year will be for what could 
be their most successful game to date. Dominion is a real¬ 
time fantasy strategy game with overtones of Castles II in 
that diplomacy and politics are heavily featured. But unlike 
the Interplay game, tactical combat will be much more 
prominent. The SVGA graphics are superb and overall this 
looks capable of giving Warlords II a run for its money. 
Readers wondering why, with so many great science fiction 
books languishing on the shelves, there are so many hack¬ 
neyed adventure games being released. William Gibson’s 
Neuromancer was successfully transferred into software form 
by Interplay, while Activision did an excellent job with 
George Alec Effinger’s Circuits Edge. But since then very 
little has emerged. 

This is about to change as Cyberdreams have announced 
that they intend to convert famed science fiction writer Harlan 
Ellison’s novel, I have No Mouth and 1 Must Scream , into a 
game. Ellison’s novels have been the recipients of several 
awards and have been translated into 26 languages. In 
addition, he has won the Writers Guild of America award for 
his work on the TV series’ The Outer Limits , Twilight Zone , 
and Star Trek. 

Cyberdreams next release will be CyberRace, an unusual 
mix of a racing game and science fiction role playing. There 
will be multiple storylines but the player must win races to be 
able to afford to continue. Like Nova Logic just down the road 
from them, Cyberdreams have looked to voxels to enhance the 
graphical look of the game. The result, not surprisingly, looks 
like a racing version of Comanche; Maximum Overkill. Add¬ 
on disks featuring new planets, new tracks, and speech packs, 
will ensure the product is well supported. 

A CD ROM version of Cyberspace containing addi¬ 
tional speech will be released shortly after the floppy version. 
The artwork for the game has been designed by Syd Mead, 
who did much of the set design on Ridley Scott’s Blade 
Runner. The concept of CyberRace is bold and intriguing and 
if it all hangs together then look out for a great game. 
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Cyberdreams asked me to point out that the copy protection in 
Dark Seed, which caused much gnashing of Theo Clarke’s 
dentures in issue 27, was only present in the early versions of 
the game. So get with it, Theo! 

Continuing with the science fiction theme, author Larry 
Niven was at the show (at the invitation of Tsunami Media) 
to promote Ringworld (reviewed this issue). I asked him 
about the problem of converting novels to software. ‘It’s very 
difficult’, he confessed. ‘The hardest part is trying to convey 
the emotion that a book can offer.’ Niven admitted to being 
something of an Infocommie. ‘I used to love those old 
Infocom adventures’ he told me. Like many writers, perhaps, 
he seems to feel that images are a poor substitute for the 
written word. Having said that, he was pleased with the 
artwork that adorned Ringworld. 



Ambush: using the Siege engine 



Dominion: political overtones 



CyberRace: bold concept 
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Return to Zork: the mobile interface 



Comanche: ice pick 
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‘Some players complained that the missions were too 
difficult' said John Garcia, CEO of Nova Logic, when faced 
with hostile questions from a now weary hack. ‘You can be 
certain that there will be some tough missions on the new 
mission disks,’ he assured me. There will also be new terrain; 
deserts, the jungle, and the arctic will be particularly 
prominent. 

QQP say they will be releasing their first role playing 
game this year as well as sequels to The Lost Admiral and 
The Perfect General. The former will feature improved 
graphics and a modem option while the latter will have new 
units. QQP have also licensed the Steve Jackson Games 
boardgame The Awful Green Things from Outer Space. 

‘All our strategy games will have a modem option from now 
on,' confirmed the company’s CEO, Bruce Williams 
Zaccagnino. 


Not much on the PC front from Accolade, though they 
have signed up the one of the greatest living Brazilians in the 
shape of Pele, the former star of many of their World Cup 
soccer triumphs. Let’s hope the game turns out better than 
most of the rubbish purporting to be ‘simulations’ of the sport 
that are currently on the market. 

Bethesda are to release the follow-up to The Road to 
the Final Four any day now. Perhaps ‘follow-up’ is some¬ 
thing of a misnomer as the game has been completely 
revamped. Bethesda were less than pleased with the original. 
No news of Gridiron II, but look out for a new Terminator. 

Domark, the UK company now with a US office, were 
showing off their Harrier flight sim which was well received 
in Europe. The game’s US release has been delayed as the 
company plan to enhance the graphics, specifically by 
converting to SVGA and addressing the S3 Windows chip. 

Three Sixty Pacific have dropped Battlecruiser 3000 
AD. No specific reason was cited. One game that will 
definitely be released by Three Sixty Pacific will be High 
Command, which Three Sixty have signed up from Colorado 
Creations. Many of the acknowledged bugs will be fixed 
while a SVGA map will be added. 

‘It's back to Infocom for us’ boomed William Volk of 
Activision. The cause of this retrogression being Return to 
Zork; a tacit acknowledgement that Leather Goddesses of 
Phobos was mite too easy for many. The new ‘Zork’ looks 
very pretty and features an exceptionally refined, mobile 
interface. 

The Koei Corporation seem to have to lost its way of 
late after being one the pioneers of the strategy genre with 
their historical simulations. Liberty or Death looks to be 
more of the same (EGA graphics) as does Pacific Theatre 
of Operations - Koei advertise its EGA graphics as though 
this represents some sort of technological breakthrough. The 
game is a World War II naval sim that features most of the 
major battles of that period played out at strategic level. 

One or two players may partake, so the game will not simply 
be a Japan basher. 

Koei will be releasing their first non combat strategy 
game this year. Aerobiz traverses the same corridors as 
Impressions’ Air Bucks. Hijackings, cut-throat ticket wars 
and strikes should convince players that their are easier tasks 
in life than running an airline. 

Lucasarts were one of several companies moving 
heavily into the CD ROM market. Indiana Jones and The 
Fate of Atlantis, for example, will be released on that 
format as a complete ‘talkie.’ Rebel Assault will also be 
available on CD ROM (both for PC and Sega). On first sight 
this looks like a ‘shooter’ version of X Wing. And on 
second and third sight. 

I thought the best of their new range was the same as 
the sequel to their 1987 release Mania Mansions, inspired 
by Chuck (‘Road Runner ’) Jones and the Warner Bros 
cartoons. The animations and artwork looked superb and 
within all the lunacy lurks what looks to be solid puzzles 
and much humor. Irresistible for those who believe it’s 
never too late to have a happy childhood. The PC version 
will have a spoken introduction while the CD ROM version 
will feature speech throughout. 

And so there we have it. Another winter, another CES, 
and another report that fills half of the magazine. Hope 
you’ve enjoyed it. 

Now let’s move onto the hardware . . . □ 
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Bridge 7.0 is a complete bridge-playing 
program which allows you and your 
computer partner to bid against two 
computer opponents and then play out the 
hand. It is the ideal way for the beginner to 
learn to play bridge, and for the more 
advanced player to get in a few hands 
without having to round up three other 
persons. Many new features have been 
added to further refine this classic com¬ 
puter program: 

• Digitized hi-res color card graphics. 

• Mouse or keyboard input. 

• Hint key tells what to bid and why. 

• Take-back any bid or play. 

• Auto bid and play. 

• User selectable strong or weak 2 bids. 

• Standard American 5 card major bidding, 
Stayman and Blackwood conventions. 


• Digitized speech for all players. 

• Play contract or duplicate bridge, or 
the game that started it all— whist! 

• Modify player's bidding style. 

• Powerful hand editor for setting up or 
modifying hands. 

• Complete review of bidding and play 
with option to print. 

Bridge 7.0 for IBM or Macintosh has 

a suggested list price of $49.95. 


Suggest you bid ZS 


shift uith 19 nr mni Dnints nvi a strnnu suit 


Bidding is a snap with point and Click mouse 
interface or keyboard input. 


Artworx Software Co., Inc. 

1844 Penfield Rd • Penfield NY 14526 
(800) 828-6573 (716) 385-6120 
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Life-like high resolution digitized card graphics 
add to the realism of the program. 
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Union forces 
under General 
HcLellan seize 
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102-1345 West 4th Ave 
Vancouver, B.C. Canada 
V6H 3Y3 

phone 1—G04—T35>—11G2 


June25, 7367... The First 
Shots of the Civil War have 
been Fred... Fort Sumter 
has faiien. Voiunteers on both 
sides rush to their coiors. 
Accross the Union the cry 
mounts... On To Richmond! 1 

TFic Road From Sumter To 
Appomattox covers tfve entire 
Civil War from tfie opening guns 
of Bull Run to tfie final surrender. 
Ail the militartj and economic 


avaitabte for: 

TBTvC color VGA/MCGA, 
hard drive, 

{ mouse and 

1 meg regained 28€> better ,. 


$ 54 . 95 ! US 

Canadian orders $59. 95! can 
add $5.00 S&H in North America 
$8.00 S&H overseas 

cheque or money order. 
Mastercard orders accepted. 





Human or computer opponents. 

Over lOO individually named and rated generals. 

Control the promotions and dismissals of those generals. 
Continuous-play, daily pulses, send orders whenever you like. 
Different unit types combine to form divisions and corps. 

Full control over the national production system. 

A detailed supply system using railroads, wagons and ships. 

Naval system includes ocean and river going vessels. 

Economic system includes foreign trade and blockade runners. 
Beautiful 256 color VGA map that stretches from New Orleans 
to Philadelphia, from Kansas city to Bermuda. 

Digitised period graphics and VGA artwork combine to 

provide the player with informative displays throughout the game 

Fully integrated tactical combat system emphasizing command 
control and quick resolution of even the largest battles. 

Scenario editor allows players to construct their own battles 
or play those already included. 
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F ew other computer wargames will 
have been so eagerly looked for¬ 
ward to than Patriot. Three-Sixty 
Pacific, the publishers of Harpoon, an¬ 
nounced this project to present a serious 
and historically accurate simulation of the 
ground war in the Gulf not long after the 
real Gulf War finished. 

As a longtime player and admirer of 
Harpoon, and having been recently im¬ 
pressed with the graphic excellence and 
playability of the V for Victory series, 
also from Three-Sixty, I was probably 
near the front of the queue of those who 
expected to spend many hours in the vir¬ 
tual sands of Southern Iraq. 

Before going anywhere, a VESA 
video driver must be installed before the 
game will run. The ensuing 256 colour 
SVGA (640 x 480 pixels) graphics are 
very impressive. 

Once a scenario has been loaded the 
main game screen offers a choice of pre¬ 
senting either organisational information 
on friendly units, or map displays which 
feature both enemy and friendly units. 


The scenarios 

Patriot includes 14 scenarios. There 
is also a complete database for both sides, 
together with a scenario editor which can 
be used to create additional player sce¬ 
narios. I have only tried a few of the 
smaller scenarios. I found the larger ones 
completely unmanageable. In my opinion 
even the smallest (‘Introductory’) sce¬ 
nario, which features a US cavalry regi¬ 
ment taking on an Iraqi mechanised divi¬ 
sion is far too large for a beginner to 
comfortably handle. What are missing are 
some really small scenarios, starting with 
as little as a single battalion on each side, 
which might provide a gentler introduc¬ 
tion into the system’s complexities. 

The Patriot scenarios are described 
only in terms of the orders to each side. I 
suppose that this is intended to add to the 
feeling of ‘realism,’ but I would have 
preferred a general description in plain 
English. This approach was used in Har¬ 
poon and makes scenario selection easier. 

There is a nicely executed series of 
links between the data presentation on all 
aspects of friendly units. However I could 
find no method of gaining any information 
whatsoever about enemy units except spot- 
ting that they exist on the map. This 
remains the case both at the start of the 
scenario and throughout the game. 

The game is initially paused in the 
start position, and the manual emphasises 
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Into the gulf once more, dear friends 

By Sandy Eisen 
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that much of the Commanders role is to 
review and adjust the proposed battle 
plan before anything happens. Of course 
orders can also be changed during any 
subsequent pause in the action. When 
running the game can either be set to 
pause automatically after each 15 minute 
turn, or to run continuously. 


The units 

Each unit is assigned a posture which 
will affect how well it moves and fights. 
The available postures include Travel, 
Mounted, Dismounted, Probe, Defend, 
Delay and Withdraw. In addition to pos¬ 
ture units are assigned to a formation. 
Here the choice is between Line, Cover¬ 
ing, Reserve and Support. Finally each 
unit is assigned a priority (out of all units 
under the same command) and this affects 


order of attack, and priority of re-supply, 
air support and artillery. 

In considering all the above con¬ 
cepts, I am content with the idea of pos¬ 
ture, and feel that this is an appropriate 
choice for unit commanders to make. 
However I am less happy about formation 
and priority, and consider that on balance 
these over-complicate the process of com¬ 
manding a unit. I am not arguing that these 
distinctions are unimportant, and if the 
game engine is sophisticated enough to 
handle them, then so be it. 

I feel that the selection of a formation 
is mostly dependent on unit type and 
position and should be handled by the 
commander’s staff, not the player himself 
who has enough to do just deciding which 
units are going where and in what posture. 
Most of the time, as far as I understand it, 
units will be in Line, with cavalry in 
covering, and helicopters and artillery in 
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Support. Reserve is clearly for units be¬ 
hind the main front. If it is too much to 
expect the AI to handle these choices for 
the player, then perhaps the game engine 
itself might have been usefully simpli¬ 
fied. I feel that a similar argument can be 
applied to the concept of priority. 

The map 

When I first saw the Patriot map 
displays I was very impressed.The de¬ 
signers have worked very hard to produce 
displays which are both functional and 
beautiful. There are almost too many fea¬ 
tures to list, including multiple map modes, 
mouse-controlled zooming windows, 
choices of how units are to be displayed, 
and what terrain features are on-screen. 

Despite this, I feel that the maps are 
not quite clever enough to clearly display 
the massive amount of spatial information 
in the game. I found it hard to follow exactly 
where my units were. This arises partly 
because no scale is available on any map, 
partly because of the problems deriving 
from multiple overlapping units, and fi¬ 
nally because there is no change of size to 
the unit icons when zooming the map. 

If it is hard to know exactly where 
units are, I found it even harder to tell 
them where to go. There are 3 methods of 
doing this, involving the use of a pair of 
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objective arrows, a set of multiple arrows 
or adjusting the boundaries between units. 
I did not find any of them to be completely 
clear or satisfactory in use. 

While it is fairly easy to make minor 
changes in the axis of movement, turns of 
90 degrees or more are extraordinarily 
difficult. The training manual addendum 
which walks players through the first and 
simplest scenario accepts that such 
manoeuvres are difficult, but goes on to 
advise that a unit which has overrun its 
way through the enemy line can be or¬ 
dered to turn around and hit the enemy 
again. I tried to do this many times, but I 
do not think I was ever successful. 

The design 

The basic design concepts and phi¬ 
losophy behind Patriot are sound. In the 
introduction to the manual we are told that 
the abstractions from boardgames do not 
need to be carried over into computer 
games (there is no need to break up terrain 
into an artificial grid, etc), and that users 
should think like a Commander and not a 
game player. 

This is all as it should be, and is 
hardly surprising since the ‘Design Con¬ 
cept’ is credited to respected veteran de¬ 
signer Frank Chadwick. However some¬ 
where between the concept and the execu¬ 


tion the project has gone astray and the 
final result is a monster program which 
might have been designed for a Pentagon 
think tank to run on a mainframe. 

Although a tremendous achievement, 
claims that Patriot is ‘the definitive land 
warfare simulation for the IBM PC’ actu¬ 
ally betray the main cause of the game’s 
problems: it tries to do too much. This 
failure is revealed by a menu option on the 
very first screen of the game where, as 
well as several other highly appropriate 
choices about weather and airpower, play¬ 
ers are asked to select a command level 
which may be Army, Corps, Division or 
Brigade/Regiment. In my book each of 
these command levels is a different game 
requiring a different design emphasis. 

What Patriot attempts to do is to 
provide a game engine which simulates 
the war at battalion/company level using 
15 minute turns and keeping track of 
every individual vehicle and squad. The 
game engine then provides the input to 
each of the command levels of the game. 
Superficially it appears that players have 
the bonus of four games (command lev¬ 
els) for the price of one. In practice I 
found that none were satisfactory to my 
personal taste, and all suffered from the 
difficulty of translation from the super- 
detailed ‘simulation-engine’ on which 
they were based. 

The verdict 

Overall I feel that I must admit that, 
so far at least, I am disappointed with 
Patriot. The game fails to excite me 
firstly because it does not present a genu¬ 
ine Command Perspective, and secondly 
because I did not particularly enjoy play¬ 
ing it. This is despite being very inter¬ 
ested in the subject and wanting to like 
and play the game. I think that these 
failings have arisen from the designers’ 
attempts to provide a totally complete and 
detailed simulation of the entire war. 

Nevertheless, I suspect that there is a 
good game hidden inside and that with the 
right scenarios, correctly presented, to¬ 
gether with some adjustments to the sys¬ 
tem, and also a better programmed learn¬ 
ing system to teach players what to do, 
Patriot could be fun to play. I do know 
that Three-Sixty are already working on 
an improved version, and hopefully this 
should include some smaller scenarios. □ 

In the light of the complexity of this game , 
readers may note that we have published 
our own tutorial elsewhere in this issue 
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“We choose to go to the moon...” 

-John F. Kennedy 



BUZZ ALDRIN'S 

rUCci 

SPACE 

A U.1-S0VKT SPAQ RAG SIMULATION 


Three... two... 
one... LIFTOFF! 

The roar of the giant 
Saturn V engines 
becomes deafening as 
the gleaming rocket 
clears the launch 
tower. Within minutes it has enough velocity 
to reach orbit. America’s space program is 
heading to the moon! But for two years the 
Russians have been working on a larger, more 
powerful rocket. Could they be secretly 
planning a mission this year to land men on the 
moon? Will they get there first? 

Buzz Aldrins Race Into Space™, is a 
computer simulation of man’s greatest 
adventure, the race to the moon. It recreates 
all the excitement of every space mission using 
digitized footage from lift-offs, space walks, 
lunar landings and splashdowns. 

As Space Director, you have at your 
disposal the entire space inventories of both 
the U.S.A. and U.S.S.R., and can plan and 
direct every conceivable space mission: 
sub-orbitals; orbital manned and unmanned; 
duration records; lunar flybys; lem tests; lunar 
passes; lunar orbits; lunar landings; and even 
emergency space rescues! 

You get to recruit and train over 140 
astronauts and cosmonauts and determine 
which ones have the “right stuff’. You deter¬ 
mine which space hardware to research and 
develop and then you actually schedule and 
launch individual space missions. 
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MS-DOS Screens Pictured. 


Buzz Aldrins Race Into Space™ offers 
twenty different approaches to the moon. Do 
you follow history or do you cut your own path 
to glory? Will the United States land on the 
moon first? Or will the Russians continue to 
dominate space and plant the red flag on lunar 
soil first? 

Do You Have The Right Stuff? 


Buzz Aldrins Race Into Space ™ includes: 

■ Ability to select from over thirty types of 
space hardware 

■ Hundreds of historical photos and digitized 
animations 

■ T wenty varied approaches to land on the moon 

■ Play the U.S. or Soviets 

■ Recruit, train, and assign over 140 astronauts 

■ Rescue stranded astronauts 

■ Three levels of difficulty 

■ Complete astronaut history 

■ Full musical score and sound effects 


To Order Buzz Aldrins Race Into Space™, 
call 1-800-969-GAME, or see your local 
retailer. Coming soon on MS-DOS. 



lay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 


© 1992 Strategic Visions, Inc. All rights reserved. Buzz Aldrins Race 
Into Space™ is a trademark of Interplay Productions, Inc. MS-DOS 
is a trademark of Microsoft Corporation. 
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A Cold 
Wind Blows 


Marc Dultz on Strategy and tactics in 
V for Victory: Velikiye Luki 
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Part 1: the Germans 

T he following discussion focuses upon the German 
player’s options within the framework of the 
campaign game in Three-Sixty’s V for Victory: 
Velikiye Luki. The Soviet strategy will be covered in a 
subsequent article. I have chosen to eschew a review of the 
individual scenarios since much of the strategic planning has 
been pre-programmed, while tactical options can be addressed 
and applied via this vehicle. Keep in mind that the structure 
of the individual scenarios do not necessitate the same 
structure in the campaign game. The campaign plays far 
differently, and players should be cognizant of that. 

Additionally, I have assumed that certain criteria are in 
effect since they play into the game’s strength of being a 
wargame simulator instead of a typical wargame. I define a 
wargame simulator as a wargame whose inherent aim is to 
place the player in the role of a commanding officer who is as 
unsure of the unfolding events as his historical counterpart, thus 
imparting a certain degree of decision making based upon what 
one doesn’t know as well as what is readily apparent. 

The criteria in effect are as follows: 

■ Limited Intelligence 
■ One Division per Attack 
■ Fog of War 

■ Realistic Probability for Weather 
■ Limited Allied Air Superiority 
■ No Axis variants utilized 


Initially, the German commander is placed in a very 
precarious position. The bulk of the LIX (59th) Korps under 
the jurisdiction of Gruppe Chevalerie in the southern 
operational sector of Armeegruppe Nord (North) are 
battleworthy but spread out. Dug in and strung out along a 
north-south axis, said forces are forward-deployed just to the 
east of the fortress-city of Velikiye Luki. To make matters 
worse, neither dangling flank is anchored upon indomitable 
terrain, nor are they secured by forces from other operational 
armies. Additionally, reserves are transparent, the few 
available holed-up garrisoning the citadel to the rear. 

Lay of the Land 

Opposite these beleaguered guardians are the Red 
Army’s reinforced 3rd Shock Army, comprising one mecha¬ 
nized and two infantry corps and complete with numerous 
independent regiments of artillery, engineer and armor. Their 
primary task is to drive west of Velikiye Luki and cut off the 
Vitebsk-Leningrad rail line, thus cutting off supplies to the 
balance of Armeegruppe Nord operating in the Leningrad 
salient. Secondary to this, Soviet forces have as their aim the 
encirclement and subsequent entrapment of the Velikiye Luki 
garrison, much like the ensuing debacle taking place in 
southern Russia at Stalingrad, only on a lesser scale. 

To sum up, the German task is herculean at best. Time to 
don the loincloth. 

Go West Young Man! 

To attempt to stand and fight with the cream of the 3rd 
Shock Army is senseless indeed. Even dug in, elements of the 
83rd Infantry Division to the north and 3rd Gebirgsjager 
(Mountain Infantry) Division to the south can be easily 
overwhelmed by superior Soviet formations. Unfortunately, 
this is the very same battleplan the computer adopts when 
playing the Wehrmacht. The AI gives new meaning to the 
phrase ‘stand and deliver.’ 

The aforementioned undersupplied troops are best used 
‘advancing to the rear’ towards more defensible terrain.The 
83rd should fall back on the fortress-city proper, filling in 
some of the remaining holes in the city’s defenses. Once 
assigned to their new lodgings, all efforts should be made to 
dig in and/or fortify all available perimeter hexes. 

Artillery and rocket formations should fall back to 
interior positions within the city and likewise put shovel to 
dirt and hunker down. Meanwhile, the ‘mountain men’ of the 
3rd Gebirgsjager should take up positions along the western 
bank of the northern portion of the River Lopat. Artillerists 
and headquarters units to the rear, front-line units should be 
spread out on alternating hexes allowing for interlocking 
zones of control. As before, once the troops are in position, 
they should be bedded down in dug-in foxholes with earthen 
pillows. Nighty-night till the fireworks start. 


Hammer Time! 

Before all of the artillery formations are withdrawn, they 
should spend at least two turns throwing up a curtain of 
gunpowder and dirt along the four axis of advance the main 
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Here’s what the experts are 
saying about Eric the Unready. 

“A comedy adventure full of 
whimsy and wonder" 

—Computer Gaming World 

u Eric is flat-out funny. There's 
comedy for everyone and a 
good quest to boot." 

—Computer Game Review 

“A wonderfully hilarious 
adventure" 

—Game Bytes Magazine 

Eric the Unready established 
his reputation by impaling his 
instructor during jousting 
class. Then, when Princess 
Lorealle the Worthy is kid¬ 
napped, Eric begins a madcap 
quest through this hilarious 
fantasy world packed with 
dragons and dwarves, wizards, 
unicorns, and the most fear¬ 
some beasts of all, the dreaded 
Attack Turtles. 

Every player will find at least 
one favorite movie, TV show 
or adventure game that has 
been struck by Bob Bates' 
pen! From the award-winning 
author of TIMEQUEST. 


■ Breathtaking fantasy art! 

■ 256-color VGA 

■ Awesome sound track 


■ New menu-driven system 
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characters 

■ Intriguing mix of inter¬ 
faces creates a constantly 
changing graphical scene 


“More fun than a barrel of monkeys!” 
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continue to master the category. 
Because we don’t know how to 
do it any other way. 

We called upon the same 
team to create La Russa II. 
Three-time American League 
Manager of the Year, 

Tony La Russa and a game 
designer with over 20 years of 
baseball experience. Together 
they redesigned this game 
from the ground up. The result 
is the most complete baseball 
experience ever, with the best 
action, the best graphics and 
the best stats. 

If you choose to enter the 
dugout and be the manager, 
you’re totally responsible for 
your actions. Which roster is 
going to work? Is that rotation 
due for an overhaul? Is it time 

to bring your 
secret weapon 
out of the 
dugout yet? 
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EXPANSION DISKS: 
THINK OF THEN AS 
THE WORLD SERIES 
THAT NEVER ENDS. 


Available for IBM 


WHEN IT CONES TO 
THE GRAPHICS, 
WE’RE PLAYING 
HARDBALL AGAINST 
THE CONPETITION. 


We’re talking the largest 
action playing field visual¬ 
ized with 256-color VGA 
graphics. You'll have no 
excuse for not crushing a 
homer every time since 
your batting perspective is 
straight from the catcher’s 
eye. You’ll play on the most 
detailed field of its kind, 
from the dirt in the base 
path to the mow lines on 
the grass. And you’ll see 
instant replays on the 
largest, most detailed 
replay screen ever. 


Emmy Award¬ 
winning announcer 
Ron Barr calls the action! 


M MLBPA PLAYERS puts 
the 1992 season in your 
hands. Over 950 
superstars includ¬ 
ing Barry Bonds, 

Dennis Eckersley, Nolan 
Ryan, Rickey Henderson, 
Tom Glavine, Cal Ripken, Jr., 
- they're all here - with big, 
full color portraits. 

■ AL/NL STADIUMS gives 
you all current 28 major 
league stadiums, from the 
winds of San Francisco to 
the ivy of Chicago - even 
the new parks open for the 
’93 season - Colorado and 
Florida. The detail is incred¬ 
ible, right down to the 
Green Monster at Fenway. 
But these aren't just pretty 
pictures: prevailing winds, 
altitude, temperature and 
humidity all affect the flight 
of the ball - see how Babe 
Ruth hits the ball at mile- 
high Denver! 


"Matt baseball 
games pretend 
thev'rr in the 
majors. This 
one realty put* 
vou there." 

- Tony La Rttssa 


Take yourself out to the real thing - from flagpole to flagpole , foul line to foul line. 


TO ORDER BY VISA/MC: 

call 1-800-245-4525 (in USA & Canada). 

Tony La Russa’s name and likeness are used 
under license 
from Sports 
Advisors Group. 

©1993 Strategic 
Simulations, Inc. 

All rights 
reserved. 


MAKE YOUR BEST 
PLAYS EVER. 


In La Russa II, players pivot 
at second while turning a 
double play, slide head and 
feet first, jump, dive, even 
toss underhand to the first 
baseman — all with one- 
touch button action. 

Each play is covered 
by Emmy award-winning, 
nationally-syndicated 


announcer, Ron Barr. 
True-to-life digitized sound 
effects include everything 
from the calls of umpires to 
the crack of the bat. 


134 CATEGORIES 
TO NAKE YOU A 
BETTER PLAYER. 


Only La Russa II gives you 
the most accurate baseball 
statistics in every one of 
them. You'll man your 
team, with or without 
Tony’s advice, from over 
2,000 legendary players 
and 54 classic teams - or 
anyone on the current 
roster. To help in your 
draft, you can display and 
print out leaders in 134 
stat categories. And stats 
are tracked throughout 
the season for every player 
in every game. 

Each and every pitcher 
is rated for four pitches 
including fastballs, curves, 
change-ups and more. 


■ FANTASY 

DRAFT is the most powerful, 
full-featured fantasy draft 
league disk ever. Now you 
can pool all available players 
and conduct a real-life draft 
session - with 2-32 teams, 
and any combination of 
divisions and leagues. 


THE SEASON 
BEGINS NOW. 


Fact is, Tony La Russa won’t 
put his name on anything 
less than the best. If you’re 
looking for true baseball 
action, the name of the game 
is Tony La Russa Baseball II. 
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Soviet thrusts will follow. The Red Army will undoubtedly 
advance along the two rail lines and two ‘highways’ that lay 
to the east of Velikiye Luki. 

These conduits should be unmercifully bombarded with 
interdiction missions to delay the Red Army as long as 
possible in order that the ‘advance to the rear’ be conducted 
as swiftly and as expeditiously as possible. Care should be 
taken not to overly exert the artillery arm. Once the fatigue 
level rises to 6, shut ‘em down and pack ‘em up. It’s time for 
them to retire to Hotel Luki. 

Initially, air strikes should follow suit interdicting the 
3rd Shock Army’s advance during the daylight hours. Be sure 
to avoid troop concentrations that have flak batteries nearby 
since they will reduce the airborne artillery’s effectiveness. 
Worse, one could end up bombing one’s own bunker buddies! 
One of the most important tenets of good military doctrine is 
to maintain interior as opposed to exterior lines especially 
when one is forced onto the defensive. Interior lines can be 
thought of as being on the inside of an egg shell while 
exterior would be on the outside. To take this further, imagine 
a Point A on the top of the egg and a Point B on the bottom. 
One can reach the opposite point much quicker on the inside 
of the eggshell than can be done on the outside. So too when 
battlelines are drawn. Troops can be shuttled back and forth 
on interior lines much more readily than on exterior lines thus 
increasing one’s response time in the event of flash fires. 

With this in mind, the German position can adopt 
interior lines by falling back to the northern section of the 
River Lopat in the south (southern wing) and along the . 
hilltops to the east of the Nasva-Velikiye Luki highway in the 
north (northern wing). These two wings are then joined at the 
body at Velikiye Luki. 

As reinforcements arrive, these wings will be extended 
outwards to meet the Red Army thrusts north and south of the 
city. If need be, troops can be shuttled back and forth utilizing 
the road and rail net that passes through Velikiye Luki although 
once units are pulled from the line, other units will be faced 
with an exacting task of thwarting Red Army probes. 

Equally important, all of the key geographic objectives 


important to both sides still fall inside the ‘Luki’ bird. Points 
will be garnished every turn these objectives are kept out of 
the hands of the Red Army. As long as the ‘Luki’ doesn’t 
become extinct, victory becomes all the more certain. 

Further feathers of the peacock 

If one could visualize the defense of Velikiye Luki in the 
shape of a bird then one can fathom the method by which the 
wings are fleshed out. The initial forces of LIX Korps, located 
at Novosokolniki, plus the reinforcements arriving on 15 and 16 
November should take up positions on the northern shoulder of 
the ‘bird.’ Likewise, the 3rd Gebirgsjager Division, fleeing 
from the east, take up positions on the southern shoulder. 

The head of the bird is defended by the 83rd Infantry with 
the Velikiye Luki garrison forming up on the tail. The 20th 
Motorized Division, also arriving on 15 and 16 November, take 
up positions on the wing just south of the Gebirgsjagers. The 
men of the 291st Infantry take up the southernmost position 
along the southern wing. The northern wing receives it’s 
recruits between 17 and 19 November when the veteran 8th 
Panzer Division rolls in from the northwestern portion of the 
map. This is how we serve this bird cold. 

Now for the gravy. Further reinforcements whisk in from 
the southwest on 24 November. Elements of the elite 1st SS 
Motorized, wheels northeast and takes up positions along the 
road to the rear of the Gebirgsjagerand 20th Motorized. This 
unit represents the Wehrmacht’s reserve, and more impor¬ 
tantly the counter punch to the Red Army’s southern pincer 
movement. 

The 6th Luftwaffe Field Division arrives on the south- 
central portion of the map behind Red Army lines. While only 
operating as a garrison, they do serve a useful purpose, 
threatening the rear areas of the Red Army’s southern drive. 

If nothing else, valuable formations will be tied down to 
secure this new found flank. 

The Red Army will march along three axis of advance; 
one through the hinterlands to the north, one through the 
rugged terrain in the south, and the third upon Velikye Luki 
proper. The computer AI tends to handle the Red Army 
conservatively, advancing cautiously and preferring to mass 
formations before attacking. Time, it figures, is on it’s side. 
Tick, tock. 

The computer opponent usually mounts it’s first 
substantial assault in the south with the first blows falling 
upon either the Gebirgsjageror 20th Motorized. Make sure 
both divisions are well dug in. The Red Army doesn’t need to 
be given a free-hand in it’s intelligence gathering. Once the 
Red Army looks to be concentrating in staging areas, hammer 
them with concentrated artillery. 

Remember too that the armor can’t cross an unfrozen 
river except at bridge crossings. Allowing only the infantry to 
cross, can play into the Wehrmacht’s hand. 

Supply considerations are crucial throughout the game 
but even more pronounced in the opening stages of the battle. 
The southern wing should be kept to minimal supply until the 
Red Army onslaught is about to take place. 

Stockpile the additional supplies in order that the 1st SS 
can at least be in general supply when the time is right for it 
to throw back the Red Army bridgehead. Properly managed, 
1st SS can hurl back the Red Army as far back as the 
southeastern approaches to Velikye Luki. HALT! Attempting 
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to sweep the southern pincer off the map will only leave your 
flank open and 1st SS dangerously weak. Instead, dig in and 
concentrate on the northern drive. 

Merry Christmas 

Once the northern thrust of the Red Army clears the 
hinterlands north of Velikye Luki, the 8th Panzer will find 
themselves hard pressed to defend it’s assigned zone on the 
northern wing, absorbing an inordinate amount of punishment 
via the Red Army’s northern pincer. 

Unfortunately, not enough units are available to form 
interlocking zones of control along it’s entire sector of 
responsibility. Instead, 8th Panzer should fall back and defend 
in bastions, preferably in the northern town hexes along the 
northern wing. 

Properly dug in, these units could endure much of the 
ensuing sallies by the Red Army’s northern pincer drive. Too, 
it allows for elements of this northern drive to threaten 
Novoskolniki, a key objective for both combatants. This 
porous defense makes the Red Army’s northern pincer drive 
difficult to supply and subsequently reinforce which, in turn, 
makes the Axis Christmas day counter offensive all the more 
likely to succeed. 

Be sure to swing back the northern wing just far enough 
to guard the central rail line leading from the western map 
edge. Leave this task to the LIX Korps, defending the line on 
every other hex with dug in bunkers. 

Correctly choreographed, the Wehrmacht can sweep 
aside the westernmost drive of the northern pincer, turning it 
back upon the hinterlands north of Velikye Luki. Essentially, 
Red Army forces in the north are punched out, and turn into 
easy cannon fodder when the balance of the 331st Infanterie 
and elements of Group Woehler arrive with Santa Claus in 
mid-December. Before the Red Army descends upon the town 
of Novoskolniki though, a garrison should be placed on every 
hex to avoid unnecessary victory point loss due to the town’s 
relative importance to the Red Army. Make good use of the 
Brandenburger detachments recently made available to the 
German cause. Their primary purpose should be to make 
contact with and consequently destroy Red Army headquar¬ 
ters in the rearward areas. 

Without the HQ’s the northern punch will be punch 
drunk and collapse like a house of cards. 

Once the Red Army pincers are pinned backed, the rest 
of the battle becomes meaningless. The Red Army rarely 
attempts to penetrate Velikye Luki proper, the fortress city is 
just too much for them to overcome. Time, space and logistics 
are on the Wehrmacht’s side, the 3rd Shock Army now only a 
shadow of it’s former self. Remember, Ivan Ivanovitch, miles 
to go before you sleep... 

Of Earthworks and Cannonade 

The two most important tactics the German commander 
must utilize to the utmost are digging in and tossing arty. If a 
unit has nothing to do, give it a shovel. Not only do they 
defend at higher ratios but artillery becomes more effective 
when hunkered down. Earthen battleworks are difficult 
obstacles to clear, protect their occupants from all kinds of 
nasties, and make for big, morale boosters. 


Artillery should be used when necessary, not haphaz¬ 
ardly cratering the battlefield on counter battery missions. 

Red army units with heavy duty fatigue levels should be 
bombed continuously until the frontline troops can easily 
overwhelm the position. Conversely, artillery should be rested 
when their own fatigue level rises to 6. Lowered morale 
results on resulting artillery missions, which in turn reduces 
the artillery’s effectiveness. Firing till the gun tubes are 
molten red is a temporary stopgap, at best. Practice the use of 
alternating artillery missions whereby every other artillery 
battalion is used while it’s sister battalion rests. 

Conversely, the Red Army rarely hunkers down to 
Mother Russia. Call it a ‘winter bug’ but the Red Army 
refuses to defend in anything but the surrounding terrain. 
Make the most of this when launching counterattacks. 
Furthermore, falling back on Velikye Luki instead of standing 
firm against the initial onslaught alleviates the Wehrmacht’s 
problem with the 3rd Shock Army’s artillery. 

Escaping their rain of death forces the Red Army’s 
artillery arm to move forward with the attack wave instead of 
supporting it. This redeployment can take several valuable 
turns before they are in position and readied for fire. Time 
bought is time well spent. 

On the attack, regimental integrity is a must. Attack with 
units of the same parent formation (mandatory under the one 
division per attack rule) to gain odds shifts due to units 
operating within the same division. As well, never attack 
when the fatigue level rises above 6. Chances are your units 
will fail and be left prime candidates for counterattack due to 
a further increase in their fatigue level. 

Supply and artillery management, while tedious and time 
consuming, should always be left up to the player and never 
handed over to the staff assistant. The staff assistant plays 
conservatively and will tend to use the artillery on counter 
battery artillery missions. The artillery can be better em¬ 
ployed blunting Red Army parries or tiring out fleeing 
attackers. Attachment and reattachment of formations should 
be adopted as a matter of course. The Wehrmacht needs to be 
flexible in it’s defense and units need to be shuttled back in 
forth to form kampfgruppen, or ‘battlegroups.’ If a fire needs 
to be put out, be prepared to reconfigure divisions and 
reassign supply to them. 

A Trail of Two Cities 

Every army travels on it’s stomach and the Wehrmacht’s 
is no different. The logistical trail of Group Chevalerie leads 
from the northwest, west, and southwest portions of the map, 
and must be protected accordingly. While the northwestern 
supply line can be cut and the western line can temporarily 
fall into new tenant’s hands, the southwestern line must be 
protected at all costs. All the more reason the southern Red 
Army thrust must be blunted and rolled up and the northern 
thrust must be allowed to burn itself out. 

I hope the reader has gleaned some insight to the task the 
Wehrmacht commander must assume to defend against the 
Red Army onslaught. Make no mistake, the German 
battleplan must be prepared to deal with multiple threats 
while owning only scant resources. A supreme task but not 
one impossible to accomplish. 

Next issue, we’ll look at the battle from the Red Army’s 
perspective. □ 
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Steve Wartofsky on the nerds-eye view 
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Pacific War: overhead map strategy 


A strategy game is something that provides the player a 
chance to engage in a complex play of force and 
counter-force, tension, pressure and renewal. 
Resources are marshalled to engage an opponent in a contest 
for space and time; winning involves establishing a modicum 
of security in the belief that annihilation has been satisfacto¬ 
rily postponed. The best strategy games represent a process 
wherein seeming successes are always open to a surprise 
assault, where sheer quantities of force on the one side can be 
countered by sheer ingenuity on the other. 

War as a game 

Wargames are a particular variant of strategy game. They 
engage historical ideas about unit tactics and capabilities, 
about the management of resources, and about the limits 
placed upon the deployment of forces, even when they are at 
their most abstract. The space within which a wargame 
evolves is both geographical and territorial; terrain variations 
interact profoundly with representations of political bound¬ 
aries, thus providing the player with two potential opponents: 
one constructed much like him or herself, the other made up 
of the limits of nature. 

Historical wargames are more specific yet: some effort 


must be made to adequately represent actual events, technol¬ 
ogy, terrains, forces, resources and contests between historical 
participants in a believable way, one subject to the test of 
other more textual representations of the same history. And 
thus we get to historical wargames on computer - more spe¬ 
cifically, the fiftieth anniversary commemoration of the War 
in the Pacific between Japan and the United States that has 
implicitly taken place in the past year, in a spate of software 
releases attempting to cover this vast historical subject. 

It’s not only the commemorative timing that’s led to such 
a widespread attempt to engage this particular period and 
location of military conflict; given the definitions outlined 
above, the Pacific War is conceptually one of the most 
historically interesting strategic challenges available to 
wargame designers. The terrain across which the conflict 
takes place is vast, yet varied (air, sea, land, island-based, 
land-based, ship-based, carrier-based); the forces in conflict 
are even more so. Integrating such a diversity of factors into a 
coherent and playable game requires the ambitiousness of 
game designers looking for the ultimate challenge. 


The overhead view 

What kinds of successes in game design have resulted? A 
few years before the recent wave, Battlehawks 1942, Silent 
Service II and the original Carriers at War defined three 
points of view on the Pacific War which have essentially been 
maintained by the most recent games. Carriers at War, 
Carrier Strike, Aces of the Pacific, Pacific War and Task 
Force 1942 carry forward the committment to the genres of 
Overhead Map Strategy game, First-Person Air Combat 
simulation, and First-Person Ship-to-Ship Combat simulation 
defined by the previous generation of PacWar games. Let’s 
deal with them in that order. 

The Overhead Map Strategy Game has proven the most 
epic in approach. Carrier Strike, for instance, limits itself 
primarily to focus upon the capabilities of aircraft carriers in 
the Pacific War, but even with that limitation, the game is 
gigantic in proportions. Problems of intelligence, search 
capabilities, task force movement and management, weather 
systems, supply and reinforcement, unit capabilities and 
combat resolution are all explored in-depth, over a host of 
scenarios. The game provides a wonderful overview of the 
details of carrier operations, and makes clear how much 
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management of air missions, whether search or attack, was 
crucial to the pursuit of strategy on both sides. 

Pacific War, the most recent release by the same 
designer (Gary Grigsby), dwarfs Carrier Strike by compari¬ 
son, and incorporates considerations of aircraft carrier warfare 
into a representation of the entire land, sea and air Pacific 
War from start to finish. Pacific War adds to Carrier Strike 
further modeling of intelligence considerations, to the point of 
providing somewhat randomized representation of the effective¬ 
ness of Allied codebreaking as the game proceeds. Pacific War 
also succeeds like nothing else that has been released in giving 
the player a chance to engage in the combined management of 
land-based, air-based and ship-based attacks, with goals and 
victory conditions extended beyond the taking or defense of 
particular positions in a scenario to expanding and utilizing 
either Japanese or Allied resources for production and 
reinforcement purposes. As with Grigsby’s exploration of 
World War II in Europe, Pacific War highlights the extent to 
which war in the mid-twentieth century became total war, an 
engagement of virtually the entire productive and destructive 
resources of the warring nations. 

Carriers at War, SSG’s revamping of their earlier 
classic, focuses like Carrier Strike on aircraft carrier 
operations, but provides a much more comprehensive 
representation of both sea- and land-based air operations than 
6 CS.’ The game is also much less abstract, in that units and 
battles are given some artistic graphic representation of their 
status, and dynamic monitoring of air and air-to-ground 
combat takes place throughout the game. 


Combat in real-time 

Unlike the explicitly turn-based SSI games mentioned 
above, Carriers at War gives the player a chance to engage 
in operations under real-time pressure, thus simulating some 
of the tension of having to make command decisions in the 
midst of an assault. The artificial intelligence routines tend to 
provide varied and challenging play, and react more dynami¬ 
cally to player choices than is usually the case in most 
wargames. The specific strength of Carriers at War, then, 
derives from its effective simulation of the atmosphere within 
which daily command in the Pacific War theatre took place. 
None of the other games mentioned here does as good a job of 
providing an intimate look at this command perspective. 

The numbers game 

But how do these games function as history? Not very 
well, unfortunately. As thorough as they are in the documen¬ 
tation of equipment and unit strengths, and in the creation of 
sophisticated equations representing all the factors and 
modifiers potentially involved in conflict between any few 
units, and in the accumulation of those local models into the 
more comprehensive overall modeling of a particular 
historical scenario, these games ultimately represent a nerd’s- 
eye-view of events. Which is to say, the main focus is on 
numbers, on who’s got the best technology, the most 
resources, the most capable hardware - the quantitative 
advantage. 

There’s nothing wrong with this, and the narratives 
incorporated in the manuals for the above-mentioned games 

Strategy Plus 



tv yor ktown 


Carriers at War: comprehensive representation 


make clear that such a perspective on history can be devel¬ 
oped beyond the parameters of the spreadsheet. Martin 
Campion’s article from Strategy & Tactics #51, included in 
the manual for Carrier Strike, does a wonderful job of 
describing the historical evolution of the carrier hardware on 
both sides, for instance. Albert Nofi’s global assessment of 
the Pacific War in the S&T #29 article reprinted in the 
Pacific War manual does a similarly comprehensive job of 
making clear that Japanese economic and productive 
resources were never any match for those generated in the US 
in this period, and makes a good case based on that these are 
the factors that ultimately count in a war. 

Human perspective 

* 

War is a history of (in)human engagements as well, 
however, and this is not taken adequately into account in the 
nerd’s-eye-view of things. The manual for Carriers at War 
seems a lot more human in its historical commentary, not only 
because it focuses more intently on the strategic command 
challenges facing each side at the various important nodal 
points of the conflict, but because, behind all the analysis of 
strategy, the reader can hear the persistent voice of an Aussie 
aware of the tenuousness of his and his country’s historical 
fate, all of which hung in the balance throughout the Pacific 
War. That human perspective blends well into the commen¬ 
tary included with Carriers at War, even if it doesn’t quite 
make it into the game itself. 


Ace of aces 

The best historical analysis accompanying any of the 
wargames presented here comes in the manual for Aces of 
the Pacific. Here, the economic, territorial and historical 
imperatives driving Japanese militarism are taken into 
account. The heroism, futility, tragedy, stupidity and 
inevitability present in the Pacific War are all taken into 
account. The narrative is constructed in such a way as to 
suggest the historical irony that US economic sanctions 
against Japan, as well as the influence of the global European 
economy then undergoing depression, were as much respon- 
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Task Force 1942: succeeds as historical analysis 



Aces of the Pacific 



Aces of the Pacific: more tactics than strategy 

sible for the attack on Pearl Harbor as Yamamoto’s ingenuity. 
The realities of Yamamoto’s learning Of the potential of air 
power against fleets from listening to Billy Mitchell at a time 


when his own countrymen were writing off his analyses as 
preposterous, are presented vividly and precisely. Real 
historical thinking drives the commentary in Aces of the 
Pacific’s manual, and proves truly complementary to an air 
combat simulation whose focus is on the skills, successes and 
losses of pilots from both sides, playing out the realities of the 
war on a daily basis, war with as much of a human face as is 
possible. It’s no accident that Aces of the Pacific is replete 
with pictures of the various pilots from the period; an attempt 
has clearly been made here to remind players that war is not 
simply a question of setting the machinery loose, but rather a 
question of putting weapons of mass destruction in the hands 
of human beings and setting them loose on each other. 

This kind of perspective is also consistent with the first- 
person perspective this genre of wargaming represents. 
Wargaming at this level involves more tactics than strategy, 
and provides an interesting counterpoint to the overhead 
perspective. Whereas, in the overhead perspective, the player 
has almost unlimited freedom in making choices and deciding 
the extent to which his or her will should be imposed upon 
units at various levels, in the first-person perspective, the 
player’s will can only operate at the tactical level. 

There’s a kind of fatality built into the software’s hard¬ 
wired historical representation, that makes it clear that the 
larger picture is rather difficult to influence from the front 
lines of war. Here, the computer and the game designer 
command the player, and heroism or tragedy, success and 
defeat, prove local and temporary at best. 

History in the making 

And thus we end with Task Force 1942, a game that 
stands somewhere between the historical perspectives 
represented in the Overhead Map wargame and the First- 
Person simulation. Though more like Aces of the Pacific 
than Pacific War in scope, Task Force 1942 does an 
interesting job of balancing the strengths present in both 
games. The resource management and unit deployment 
aspects of Pacific War get played out effectively in the 
Campaign mode of TF1942, whereas the individual tactical 
combat aspects of Aces of the Pacific are met with a 
fascinating representation of first-person command perspec¬ 
tive of ship-to-ship battle. 

What distinguishes Task Force 1942 from any of the 
above-mentioned games is that it provides the player a chance 
to move easily from one perspective to another. The limits 
and advantages of each point of view can be weighed off 
against each other dynamically, and the particular strategic 
challenges that make for greatness in Carriers at War can be 
taken on as well. While Task Force 1942 provides a lot less 
in the way of historical overview in the manual, it comes to 
grips with perhaps the most interesting perspective on history: 
an accounting of surface naval battles at a time when such 
battles were quickly proving both tactically and strategically 
anachronistic. 

There are few times in history when contemporary 
historical phenomena are suddenly revealed as anachronisms; 
but that awareness of lived reality rapidly turning into the 
past is truly the stuff of which history is made. In this sense, 
Task Force 1942 succeeds as historical analysis like nothing 
else in computer (or board) wargaming. Let’s hope there’s 
more forthcoming along these lines.□ 
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ow to come to terms with the massive game that is 
Patriot? The first thing to do is to read the file 
PATRT.INF. This is a compilation of messages that 
will help understand some of the mechanics of the system. 

The concern here is to outline one style of play that will give 
the player a chance to see just how much there is to Patriot, 
and to make playing the game a little less like walking around 
inside a black box. So first, let’s talk about setup options 
before even starting the game. 

Map options 

The following process assumes the player is playing the 
Coalition side, with Command set to Division level, and an 
intermediate-size scenario, like DUB3.SCN or DOUBLEII.SCN 
selected for play. The game is set to play from the Map rather 
than from the Org chart. Think about the Map Options first: 
click and hold on the Map menu bar choice, and then drag 
down and select Options. Green boxes are selected, red boxes 
are unselected. Set Wells, Pumps, Cities and Weather to ‘/gth 
of Map, Roads and Borders to l A of Map, Airfields, Rails, 
Rivers, Enemy Recon, Unit Symbols and Unit Boundaries to 
Always On, and Enemy Positions to Always Off. Again, this 
is just for starters. Play around with these once things get 
going, of course. Make sure Map is set to Split, and 
Automatic. 

Next, click and hold on the Display menu bar choice, and 
drag and release on the various Pause at End Of choices. Set 
Pause at end of turn to On; Pause at end of move by Battalion; 
Pause at end of Recon by Battalion; Pause at end of Battle by 
Battalion; and Battle Reports On. 

Display options 

There, we’re ready to go. What the Map option choices 
do is offer a chance to figure out what kind of map scale that 
we’re dealing with as the Map zips to units during play, by 
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enabling various local features. It would be a good idea to 
have, say, a Random McNally map of the area at hand to 
check distances between cities, river locations, and so on. 

So far I haven’t seen any airfields, and am not sure which 
lines might be rails - this needs further clarification by the 
game’s designers. 

What the Display options do is slow Patriot way, way 
down so that, rather than running at lightning speed and 
generating scads of battle reports, most of which consist of 
unit abbreviations that are likely to make no sense to 
newcomers. Patriot will step through each of its actions and 
give the player a chance to reconnoiter what the game is 
doing. How it proceeds, what happens at each step at the most 
local levels, and so on. 

We have to build this house literally from the ground up. 
Select Start Game. Patriot will pause almost immediately, 
reporting the move of a battalion. At each pause first make 
sure the Unit Equipment List is selected in the Air/Marines 
menu bar drop-down window, and then move the mouse pointer 
to the Personnel and Equipment window, and click on various 
items like ‘Truck’ or ‘Ml 10 Hwtzer’ to open up the informa¬ 
tional window about that particular piece of equipment. 

Now, here’s the first important clue: read these equip¬ 
ment assessments carefully, and become familiar with the 
pictures associated with them, and to connect the multi-letter 
abbreviations with specific types of equipment, and will thus 
know subsequently that US II 2 has so many tanks, armored 
personnel carriers, jeeps, support trucks, artillery, and so on. 

As each unit is paused, read over the information for all 
the units whose abbreviations are still unfamiliar. After a few 
minutes of this, the composition of any particular unit can be 
assessed. Keep doing this throughout this very first phase of 
play, ie, gather information on equipment that hasn”t been 
seen before as each unit is paused. 

Equipment guide 

All this introduces the ‘coffee-table’ aspect of Patriot; 
it’s very much like paging through an excellent book on the 
massive variety of military hardware that was involved in the 
Gulf War. The only glitch I’ve found so far while doing this is 
that the 120mm mortar unit when clicked on generates a 
report for the Iraqi M38. Pretty incredible, considering that 
there are a good couple of paragraphs each on what must be 
hundreds of different pieces of equipment. 

This information is useful not only for browsing 
purposes, but will be crucial during play. For instance, US II 
3 artillery unit moves. At Pause, click on ‘Ml98 Towed 155’ 
in the Personnel & Equipment window. Note that the Ml98 
can be set up for fire in five minutes, and has excellent 
sighting capabilities. This means a couple of important things. 
This piece of artillery will not need much time to set up for 
use once enemy units have been spotted (a third of a fifteen- 
minute turn, to be precise), and is likely to be able to fire 
early and with precision once spotting has taken place. 

Along with this fact, it might be a good idea to set the 
unit to which the Ml98 is attached to Probe or Defend 
posture once a battle involving the equipment commences, 
since artillery doesn’t do a very good job running down the 
road at 40mph. But we’ll get to all this later. Suffice it to say 
right here that learning what equipment is attached to what 
unit will provide a very precise sense of what each unit, at 
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this very local level, is capable of. 

Another important equipment tip: if a battalion has lots 
of trucks in its companies, support should be good for the 
unit, as clicking on ‘Truck' in the Personnel & Equipment list 
for the unit will indicate. Similarly, if a unit doesn’t have 
much in the way of firepower or armor, or is very lightly 
equipped, chances are good it’ll move fast but be vulnerable. 

It would thus make a good reconnaissance unit (especially if it 
has any reconnaissance squads attached to it), or if it’s 
command-and-control. It should therefore be kept well behind 
the front lines, by putting it in Defend or Delay posture, 
setting its priority lower, and putting it in Support status for 
Formation. 

Another key step to take at this level: if a unit is paused 
on a helicopter unit, first, remember or write down the name 
of the unit, and then change the Air/Marines window from 
Unit Equipment List to Show Helicopter Support. Find the 
particular helicopter unit paused on in the list of Helicopter 
names on the left, and click once on it. There will probably be 
something like ‘21 AH-64 Apache Attack’ and ‘12 Kiowa 
Observat’ bars on the right of the Helicopter Support window. 
Click twice on either bar, and a window will open up to the 
left. Select 2-4 Observation helicopters to conduct Air 
Support missions per paused Helicopter Unit, hit OK, and 
then hit the spacebar to move on to the next unit. 

Keep hitting the Space bar, clicking on equipment in the 
Personnel & Equipment window, and now move on to 
something new: start checking the Formation settings for each 
unit. Make sure engineering units are not Line units, unless 
it’s clear from the Division’s mission or the local terrain that 
bridge or berm-building might be part of the tactics of the 
front line troops in that Division. 

Make sure helicopter units are in general in Covering or 
Support formation, depending on their likely mission. Make 
sure lightly armored units with command and control are in 
support. And, concomitantly, check each highlighted unit on 
the map (it’ll be displayed as light white and blue) to see if it 
looks like it’s in proper relation to other units in its forma¬ 
tion. Change the posture of a unit to slow it up if it seems too 
far forward for its mission (ie set it on Delay or Withdrawal 
Posture until it’s back in proper formation), or to speed up, 
say, line units that have fallen behind (set them to Mounted 
Attack or Travel to zip them ahead). 

It will be observed that right after hitting the spacebar 
the highlighted units do indeed move. Some move further and 
faster than others, too. Reassuring, ain’t it? Some sense of the 
speed of a unit can be determined by how much territory it 
covers at the Battalion level. Higher up, at the Division or 
Corps level, it’s much harder to discern that units are moving 
at all, and if so, where. 

Recon phase 

Having got the very basics of Patriot down, and 
beginning to understand the system better, it’s time to speed 
things up a little: go to the Display menu bar and turn Pause 
at End of Move Off. The rest of the Allied units will move, 
and then we'll go to the Reconnaissance phase. With any 
luck, one of the battalions will spot some Iraqi units very 
soon, and the game will pause again while the map will snap 
to the unit that did the spotting. 

Check the left map window and see how close the 



spotting unit is to the enemy unit it’s found. If it’s pretty 
close, and has some good artillery attached, maybe time to put 
it in Defend posture and raise its Priority to 1, so it will 
engage. If it's vulnerable, a Covering unit that’s run too far 
from the Line and Support units, perhaps it’s time to set the 
unit’s Posture to Delay or Withdrawal, to bring it back 
behind the heavier Line units, now that its reconnaissance 
job is done. 

If the spotting unit is a Line unit, and has lots of good 
attack equipment, time to get it out of Mounted Attack 
posture and put it in Dismounted Attack, Probe or Defend 
posture, depending on whether one thinks the Iraqi units 
spotted are retreating, defending in position, engaging in 
delaying tactics, or advancing on allied units. Take a close 
look at where the Iraqi units are in relation to any terrain 
features on the map, so as to be able to tell by next turn what 
they’re doing. 

Combine use of Posture and Formation and Priority 
controls to micro-manage a bunch of units this way, as they 
gain reconnaissance of enemy units and formations start to 
need changing in response to the evolving situation. Assume 
the computer will do nothing at this level for now, and take 
over as much control as possible. Later, when more familiar 
with what’s going on, more orders can be relegated to the 
computer to see how it handles these local issues. 

Boundary lines 

With all that under the belt, the last thing to start 
fiddling with are the boundary lines. In the Preferences menu 
bar, select Movement Arrow Style and then select Waypoint 
Arrows, to get the easiest middle ground between Boundary 
Lines and Objective Arrows. If a battalion is busy dashing 
northwest of enemy units to the north, try moving up the 
command level to Division level (use the Current Unit 
Window up and down arrows) and, once the maps have reset 
themselves, click and hold on the red circle at the tip of some 
of the Waypoint Arrows and pull them over across the small 
white line towards the units to be engaged. 

If attempting to do this with Waypoint Arrows at lower 
than Division level, the changes often won’t take, for some 
reason. Best to issue these kinds of waypoint commands at 
higher levels of the command hierarchy. After all, we don’t 
want any court-martials during the action.□ 
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I have seen the shapes of things to 
come and have been spinning around 
Alone in the Dark with them for a 
few weeks now. Aside from the fact that 
this is a neat action/adventure game, Alone 
in the Dark comes very close to PC 
Virtual Reality. Close, but no cigar. No 
helmet, no power glove, no mouse even, 
just a really good close-to-reality projec¬ 
tion. More than adequate for an adventure 
game but just barely adequate for the 
action end of things. End, yep, that’s how 
I wound up frequently, on my butt at The 
End, being dragged through the dungeon 
by far less than my dream date. Fortu¬ 
nately, the game has a very forgiving 
restore feature to compensate for the many 
deadly lessons it teaches. 


Systems 

”PC 


The roaring thirties 


_ Graphics 

VGA MCGA 256-color 
graphics modes, 

_ Supports 

AdLib, SoundBlaster, 
Sound Blaster Pro 


The soul of Alone in the Dark is a 
solid modish mystery thriller with a 
haunted house, things that go bump in the 
box plus all the goodies one would expect 
in a thirties movie. The heart of the game 
is a mighty Realtime 3D projection engine 
that drives the interface, and each of the 
five cameras that follow the player on a 


soul search of intriguing dimensions. 

The star of the show can be either a 
studious male detective or a demure fe¬ 
male relative. Both pack quite a punch, or 
kick, in a fight. The game begins with the 
choice of a lead character and a text 
exposition of the plot. Gameplay is the 
same with either character. The only dif¬ 
ference I found was in the text at the 
beginning of the introduction scene. 


Monster mash 

I am surprised at myself because I 
didn’t even miss using a mouse. Alone in 
the Dark is run entirely through keyboard 
commands and is as smooth as running 
around in the Underworlds. The player’s 
character is displayed at all times in full 
3D projection. Character motion is viewed 
from several different ‘camera’ angles in 
each scene. It feels a little like watching 
the dumb camp counselor in Friday the 
13th , especially when the yowls ‘n howls 
permeate the house from below. Scary! I 
keep wanting to yell about doors and 
lurkers and stuff. Wonderful sense of 
atmosphere. 

The arrow keys provide walking and 


fighting motions and the space bar allows 
the character to do things that the player 
selects from an action menu. I was a long 
while getting into the game because of the 
many mashing monsters. After much ex¬ 
perimentation I found that the best attack 
is none at all. Avoidance is the key, or 
ambush when combat is inevitable. The 
dirty dogs that leap in from the night can 
be stopped by pushing furniture in front of 
the windows. The strolling horrors will 
not come through closed doors. Standing 
on a trap door is as effective as sliding a 
trunk over it since the zombies have a very 
short attention span. Creepy crawlies and 
sleeping ghosts should simply be avoided. 


Mad Max 

There are many items scattered about 
the mansion, each rendered in 3D and 
displayed as rotating icons in the copy 
protection section of the game. As much 
as I hate copy protection, this one is lovely 
to look at and practically painless. Just as 
the game is about to begin the player is 
asked to select two images from the set of 
rotating icons. The appropriate set can be 
found on one of the 256 pages of a 5 cm by 
5 cm (2x2inch) book that puts me in mind 
of the cartoon animation books of the 
early fifties. Of course, at that size it is 
easily misplaced. If that happens the en¬ 
tire game is useless. 

The music is pleasant and just right 
for the feeling of the game. The sound 
effects are superb, especially the cocking 
of the shotgun. Makes me feel like Mad 
Max...kachunk..kaboom..kaka doggies! 
(pardon ? - Ed). 


Amour fou 

Alone in the Dark is a true graphic 
adventure game. The puzzles are mostly 
fair and the game is loosely linear in that 
items needed are found in a useful se¬ 
quence. The easiest path through the house 
is the reverse of the introduction. Some of 
the puzzle logic is flawed. One example is 
a key that is hidden in a vase. The charac¬ 
ter can only find the key by bashing the 
vase to bits. This process defies the other 
logic stem in the game that allows the 
player to examine closed things like a first 
aid kit and discover the contents. The 
game is originally French and perhaps 
this is romance rather than logic. 

In either case, the flaws are far out¬ 
weighed by the beauty and playability of 
the game.Q 
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some covert operations. Not 
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Mindcraft presents: Tegel’s Mercenaries ... an 
intriguing concept in futuristic strategy gaming. 

You lead a squad of interplanetary mercenaries 
picked from twenty of the most notorious men, women 
and aliens this side of the Magellanic Clouds. 

• Belk Otem, with his Delaser rifle and cybereye 

• “Smokey” Okrara, the green-skinned, two-trunked 
chlorophant 

• “Bombshell” Divan, “Tunes” Krakowski, and 16 
more! 


Start with a “diplomatic” mission to the ice planet of 
Nueva Nevada, then go wherever the general sends 
you next. Just remember the most important thing: 
you’re in it for the money! 

When you are through with Tegel’s tours of duty, strike 
out on your own! Use the Scenario Kit & Working 
Interface Developer to build missions to challenge the 
most hardened mercenaries. 

A new level of excitement, from the makers of the 
award-winning Magic Candle and Siege! 
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The Magic Candle III 

Designed by 

James B Thomas 

Published by 

Mindcraft Software 

Systems 
|BM pc 

Graphics 

TOA 

Support s 

Mouse, Adlib and 
Soundblaster cards. 

Notes 

1 MB extended 
memory required for 
Soundblaster digitized 
sound effects. 


The Magic Candle III 

S ome game companies try to keep their customers 

interested in a game series by making changes and 
improvements to the interface or to the gaming 
system. Others invest effort into the story, characters, and 
graphics to make the experience more entertaining. Then 
again, a third way to sell a sequel is to repair some bugs, 
insert another plot, and rely on the fact that most people 
always want to see what they might be missing if they don’t 
pay for another installment in the series. Unfortunately, this 
is what Magic Candle III looked like to me at first; it wasn't 
a great improvement over it's predecessors. 

The 1.00 version of the game had some bugs but 
Mindcraft have corrected these. Their policy of immediately 
sending out upgrades to registered users should ensure 
minimum inconvenience. The patches mostly fill in missing 
dialogue, where a character should give the player a clue or 
important information. There are other fixes that correct 
problems with the notebook, inventory management and the 
Soundblaster sound card. 

In Magic Candle ‘ Book One, ' the player guided Lukas 
XXXXXX in a quest to keep the demon Dreax confined in a 
magic candle, which was beginning to melt away after the 
disappearance of the 44 mages who kept it burning with 
their spells. In the sequel, The Four and Forty , Lukas and 
his companions explored the hostile lands of Gurtex to 
discover the fate of the missing wizards. 

In this third chapter in the battle between the forces of 
the Children of Light and the forces of Darkness, the game 
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takes the well-established hero south from the island kingdom 
of Oshcrun to the ancient lands of Solia. His aim is to to 
discover the cause of a growing blight which ruins crops and 
mutates animals into evil beasts. King Rebnard is away 
fighting evil in Gurtex and has taken most of the good 
equipment with him, so Lukas must assemble and outfit a 
party of six to help him explore the new lands. 

The overall look of the game is reminiscent of Origin ’s 
Ultima IV, which is another reason I was rather disappointed 
in it. It's graphics, minimal music and sound effects just 
aren ’t up to the level that most gamers consider standard 
today. On the plus side, it does have an interesting story, and 
there are some realistic aspects of daily life that the player 
must concern himself with. There is the normal amount of 
*hack and slash ' combat, but characters don't gain experi¬ 
ence nor get much loot from the enemy. Some characters 
whom the party leader recruits can be assigned to stay in a 
town and work for a daily wage based on their skills, which is 
collected periodically to fund the party's exploration. 

Instead of advancing through levels by combat, the party 
members develop their skills by practice or by studying with 
trainers found throughout the land. Vital statistics are 
increased by finding the tombs of deities and invoking their 
spirits to bless the party. Weapons and armor show wear and 
tear which must be fixed or the item breaks, and magic spells 
are memorized from books and recalled before casting. 

All these activities must be handled by the player and 
each requires various amounts of time and energy. Other 
factors that must be considered are overland travel in 
changing outdoor weather conditions, hunting for food and 
sleeping when characters become tired. These things add a 
realistic aspect of time management to the basic game, 
making it truly a role playing adventure. 

Despite the flaws I've detailed, I can marginally 
recommend The Magic Candle III. It doesn't have too much 
mindless combat, and although there are no real intellectual 
challenges the quest should keep the player's interest long 
enough to see Solia saved from the threat of the blight. There 
will probably be a sequel, as Lukas isn't sure whether this 
crisis was just a first challenge from an evil power. If so, I 
hope the designers put more time into improving the the look 
and sound of this product. 

Tips 

The party leader may be chosen from five set profiles, 
three male and two female, or characters may be transferred 
from The Magic Candle II. Some customization is allowed 
for the three companions that Lukas chooses to go with him to 
explore the blighted forest, so it’s really difficult to offer 
advice here. I chose profile ‘C’ for the leader, and gave him 
extra skill in hunting, swordfighting and magic. 

For his initial traveling partners I chose Bollo, Kark and 
Silva. I gave added points to Bollo’s carpentry, Kark’s 
metalworking and then gave Silva some skill in gemcutting. 
Bollo and Silva can be put to work almost immediately at the 
Telermain carpenter and the gemworks, while Kark may be 
employed by the metal smith or remain in the party to help 
fight. Since they only are needed in the party to fight a battle or 
two before they start working, the player may want to design 
these characters more with job skills in mind than for combat. 

The choices the player makes for Lukas’ companions 
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M [he ancient Solian lands have new arrivals: 

Monsters of the Blight! 

The Blight is consuming the ancestral homes of 
the elves and humans, halflings, goblins and ores. 

It s up to you and your chosen heroes to slay the 
Blight's monsters and solve its mysteries 1 

With The Magic Candle III. Mindcraft continues its 
tradition of excellence in fantasy role-playing 

Your party will have characters handcrafted by 
you, marching side by side with the friends old and 
new your hero meets along the way. They will need 


weapons and magic—and, most of all, their wits—to 
survive and defeat the Blight! 

Delightful 256-color graphics, glorious music and 
digitized sound effects, and a compelling story with 
fascinating characters make The Magic Candle III 
your key to many hours of enjoyment. 
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aren’t that important, as there are much better characters to 
be found very shortly. After a short battle in the blighted 
forest, the Ore prince Garzbondgur will join the party, and 
although he won’t share items or trade them he is essential to 
the quest. Don’t give him anything that the party will want to 
sell later, and have him to hunt for his own food. Eventually 
there will be enough good arms and armor for all, and I 
finally gave him one of the special swords found in the game. 

Put the three companions to work at the Telermain 
shops, then visit Oshcrun castle to find Lukas’ old comrades. 
Sakar the dwarf and Rimfiztrik the wizard are two characters 
the player can recruit, and they should become permanent 
members of the party. They may also temporarily recruit 
Marsa, who starts with a 30 skill in tailoring which can be 
used in Ketrop. 

In Ketrop, start her working and find the halfling Tuff to 
join the quest. Ask anyone in the halfling town where to find 
this excellent character, who is skilled in trading, 
lockpicking, music and soulreading. 

Stopping the blight 

I should mention that the player will need one represen¬ 
tative from each of five character races in the party for the 
final part of the game. A magic candle is the key to stopping 
the blight, and creating it requires a sign of unity from the 
southerners. Besides the human Lukas and the ore prince, the 
party must have a dwarf, a halfling and an elf for the 
endgame. There are several well trained hirelings that can 
meet these requirements to be found throughout the lands, 
and they can be developed quickly even late in the game by 
revisiting the resting places of the gods who grant blessings. 

The source off the blight 

The party I used for most of the game consisted of Lukas, 
Tuff, Fiz, Garz, Sakar and a female goblin wizard from Serivu 
named Evixa. A second wizard is an excellent choice, as she 
brings her own Ishban spellbook to complement Fiz’s Felmis 
book. Although the wizards can’t trade books if they each 
only have one, the player should soon be able to purchase the 
Demaro book sold by Faranim in Ketrop. With three books 
and two wizards, the player can shuffle inventory to allow all 
magic users to learn spells from all the books. Next door to 
Evixa lives her twin sister Evista, who sells the Alasol book 


with the Cure spell. This book should be purchased as soon as 
possible, as the blighted monsters all are able to poison or 
sicken the party members. 

The most important thing to remember in order to find 
the source of the blight is to completely question everyone in 
every town and city. Most of the dialogues with townspeople 
are limited, and each one gives three rotating responses to the 
‘News’ query. Only one of these replies is usually very 
important, but it will give the player an lead about where to 
proceed with the investigation. Shopkeepers, wizards and 
persons who actually tell their name have more complex 
conversations, and important words are highlighted in red 
letters. As the player proceeds in the game, some characters 
will have new information, especially the wizards. 


The libraries 

There are four libraries in the game, and they provide 
vital imformation ranging from the lands of Solia to the 
making of the magic candle itself. The Telermain library 
yields information to familiarize the player with all the major 
Solian continents. The Urkabel library can be researched to 
find some of the combinations that work in the ‘Teleportal’ 
chambers, and additional ones can be learned from each of 
the wizards. 

Look for ‘Rinora’ in the Eisheim library to learn how to 
reach the upper levels of that tower where the magic candle 
must finally be used. The party won’t be able to enter the 
Nekros library until they explore the mines of Sora on the 
land mass of Minalt. When he awakens and blesses the party 
members, Vorhamme will also tell them the name of the 
Nekros librarian. The player will research two subjects here, 
one they will learn after confronting Alvirex in the Tower of 
Hiltmos, and the other when they have all the candle parts 
and speak to the ghost of Vella. 

Character development 

Character development is accomplished both by 
practicing skills and by invoking the ancient gods. Each one 
increases certain statistics, and one particular skill as well. 
Look at the altars in the many temples that are located inside 
cities for the word that will awaken the deity whose symbol 
the party will recognize on the wall of the temple. To find the 
general locations of the burial chambers can be a little harder. 
The player should talk to all priests they find, as well as 
persons who might be strongly devoted to a certain god. For 
example, a fisherman is a good person to ask about Bohar, 
God of the Winds. 

Combat 

There are a few things that the player can do to make 
combat easier and to shorten battles. If someone with good 
soulreading skill is in the party, they may be able to judge the 
mood of the opposition. Greedy enemies may leave the scene 
if the party wants to talk and pay their price. One of the 
members with a high leadership ability may be successful in 
rallying the fighters, boosting their courage and agility. 

Failure allows the enemy to strike first, and if the monsters 
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Your best friend is your worst enemy, 
over the MODEM! The new monsters are 
harsh, the new castles are breathtaking, 
the new scenarios are wicked, and the 
new SIEGE EXPANSION is everything 
you’ve been waiting for! 

Add Dogs Of War to SIEGE and get: 
More fantastic monsters, 

New Castle designs, and 
More Scenarios to Conquer! 

Plus, with a modem or serial link, experience 
Real-time Person to Person Combat!! 


The hordes approach! Are the 
archers on the battlements? Are 
there cauldrons full of boiling oil 
atop the towers? Are the castle 
gates fiercely guarded? Are your 
concealed wizards in place? 

Can your castle withstand the 
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Mindcraft presents: Siege Finally, a strategic 
simulation of pulse pounding, thought provoking 
medieval style castle assault. 

Fantastical elements challenge your leadership 
with a never-ending variety of contests and 
dilemmas. Should your knights sortie out against 
the attacking rabble? Is your wizard strong enough 
to throw another fireball into the enemy ranks? 


Siege gives you four castles to defend and attack. 
You can’t do it all yourself; you must depend on 
your vassals and their troops, each with their own 
abilities and skills. 

Prove your mastery of the art of Siege! Test your 
mettle in the existing sieges, or design your own 
scenarios. What if Highrock Fortress were held 
by trolls, or Usk’hem Gart by elves? 


* MINDCRAFT 

2291 205th Street, Suite 201, Torrance, CA 90501 

Actual screen photos from the IBM VGA version. 

Reader Service No. 10 




























Adventure/Role Playing Hints and Tips 


are enraged the option will almost always fail. 

Each party member usually gets two or three chances to 
act each round, and since the gonshi herb only ensures three 
attacks it shouldn’t be wasted by using it immediately. A 
character who wants to get the most out of his turns should 
wait until his second or even his third attack to use a gonshi, 
which may give him a total of five or six actions per round. 

With two wizards in the party, the Jump spell can be 
invaluable. The fighters can be moved to the enemy, instead 
of wasting moves getting there on their own. Even better, an 
opponent to too tough for one fighter can be moved to a 
position where two characters can reach it. Still another tactic 
can be used to fight a creature who had a chance to become 
invisible. The mage can try every square in the combat area 
without actually casting the spell, and if the spell finds an 
invisible target it can still be aborted without wasting a turn. 
Once the creature is found, the wizard may attack it there or 
bring it within reach of another character. 

Probably the toughest enemies are the undead creatures 
like Necromants and the spell casting Kothspawn. If a 
Necromant is killed, it will rise again the next round until a 
Restsoul spell is cast on it’s dead form. The good news is, 
when it rises again it only has a fraction of it’s original 
hitpoints and can be killed again with one stroke. When 
confronted by a number of these at one time, it is best to kill 
or critically wound them all, and worry about putting them 
away permanently in the next round. 

The Kothspawn are encountered one at a time, but cast 
multiple false images before the battle starts. Finding the real 


one is a matter of trial and error, and the real one should be 
killed as quickly as possible. Kothspawn cast the Forget spell, 
and if the mage has a spell ready he’ll forget all of the other 
copies of that spell in memory. This can actually require the 
party members to flee or the player to reboot the computer if 
they are fighting undead and all the mages forget the 
Restsoul spell. 

Besides wandering enemy patrols, there are outdoor 
objects such as strongholds and teleportation chambers that 
the player won’t see unless the party is within one square. 
The Locate spell will make the monsters within a certain 
radius visible, but a valuable tip for scanning large outdoor 
areas is to use the Teleport spell. 

Without actually casting it, the mage can see a square 
grid of locations the party could teleport to. Areas where an 
enemy patrol, mountain or natural obstacle will not be 
outlined, including important locations such as temples, 
caverns, and strongholds. 

Armed with the information I’ve given here the player 
should be able to discover all the magic words, strongholds, 
and other clues required to track down the entrance to the 
Tower of Rinora. The spirit of Vella in Nekros will not give 
the party the go-ahead needed to enter Snowcrown Deep 
caverns until they have all the parts of the candle, but heed 
the information gained from the Nekros library and the 
goddess Entas. Don’t proceed past her resting place unless 
the party is complete and totally prepared, as there is no 
return. □ 

Greg Ellsworth 



The Board game of GO is savored by 
over twenty-five million players, who 
treat it as both an enjoyable recreation 
and a serious exercise in logic and 
philosphy. 

GO can be learned in minutes and is 
taught in elementary schools in Japan. 
However, expect to spend the rest of 
your life mastering this incredable game. 

GO is played by two oponents who 
alternate play black or white stones on 
the vacant intersections of a grid at¬ 
tempting to surround empty points while 
also thwarting one another. 

Whoever incloses more vacant intersec¬ 
tions at the end of the game, wins 
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“It's is very much like play¬ 
ing against a real person.” - 

PC World 


“ 1989 Strategy Game of the 
Year...” - MacWorld 


Chaos Manor User's Choice 
Award - Jerry Pournelle, 
Byte 


“Four Stars. . .” 

MacWorld 


NEMESIS Deluxe combines GO Master (basic GO player and teacher) 
with Joseki Genius (corner openings) and Tactical Wizard (life and 
death analyzer) and Scribbler (game editor/annotator) for the most 

complete GO teacher available. *WINDOWS 3.1 is a registered trademark of Microsoft Corporation. 


To order call 
1- (800) - 753 4263 

TOYOGO, INC. 

Post Office Box 25460 
Honolulu, HI 96825-0460 
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Conquer Arrakis this fall on your IBM PC! 
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please call 800-VRG-IN07. 
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Legends of Future Past 


Pictures in the Mind 


potions because they can't eat or drink: 
Ephemeral and Mechanoid. They must 
make do with what they roll at creation.) 
High empathy is necessary for a good 
magic-user and high willpower for a good 
Psionic. A thief needs high agility. 

Skills 


By Andy Backer 


L egends of Future Past is an on¬ 
line, non-graphic, role-playing 
game. Yes, I said non-graphic! It’s 
all text. There isn't even an ASCII map on 
screen. I have never been overly fond of 
non-graphic games and was admittedly 
reluctant to play this one, but I did, and 
I’m glad. Why? Because I discovered that 
one does not need graphics to become 
addicted to a game. Not when the game 
creates pictures in the mind. 

Jon Radoff, Angela Bull and friends 
have designed their game with loving 
detail. It's an easy and delightful world in 
which to role-play. The planet is Andor. 
The country is the Shattered Realms; the 


city is Fayd. The Realms are populated 
with eight different races: Aelfin (elves), 
Drakin (dragonmen), Ephemeral (phan¬ 
toms), Highlander (dwarves), Mechanoid 
(robots with flesh and souls), Murg (burly 
humanoids), Wolfling (werewolves, but 
don't ever call them that!) and of course, 
humans. 

The characters have a set of statistics 
that can be improved by drinking special 
potions. These potions are beyond the 
price range of beginners, so the player is 
advised to take some time rolling charac¬ 
ters high in strength and quickness if the 
character is to be a fighter. (Two races can 
not improve their statistics by drinking 


Experience is most easily gained by 
fighting monsters. Experience points trans¬ 
late to ‘build points.' Build points buy skill 
training. There are many skills available in 
which to train, including a large variety of 
fighting skills. There are four schools of 
magic: Enchantment, Necromancy, Dru¬ 
idic and Conjuration. There are skills for 
thieves, for Psionics, and for healers. 

There are a great many organiza¬ 
tions, many open by invitation only. Some 
organizations are secret and only those 
who are in the organization know of its 
existence! The organizations include six 
different religions, each with a different 
God (who will at times answer a Priest’s 
prayers)! There is the Lawkeepers, an 
organization authorized to arrest wanted 
criminals. There is also a Thieves Guild, 
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heart of the Amazon 
Basin. A desparate, 
crazed message sends 
you on a perilous search 
through a land where 
legends come to life, 
danger hides behind 
every corner, and 
incredible treasures wait 
to be discovered. 

AMAZON is designed 
in the style of the serials 
of the 1940’s and 50’s 
such as Flash Gordon, 
The Lost City, and 
Rocketman. 


SS These serials were made 
\\ up of intriguing, fast 


paced episodes which 
placed the hero in unbe¬ 
lievable peril. AMAZON 
contains 14 exciting 
episodes filled with plot 
twists, mysterious charac 
ters and heart stopping 
cliff-hangers. You haven’t 
had this much fun since 
the drive-in days! 


Metal monsters seek your 
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Physicians Guild, a magic guild and a 
guild of technologists,(who abhor magic). 

Whips and chains 


There is commerce. There are many 
shops, including a haberdashery, a tailor’s, 
a cobbler’s, a fletcher’s, a jeweler’s and 
an armorer’s. There is a shop that sells 
leather and lace! (Even whips and chains!) 

The main gathering place is the town 
square. There, characters sit or lay on the 
grass, chatting with each other. Healers 
glance over the population and heal the 
wounded without asking for a fee. 

At times, the unexpected will hap¬ 
pen. Some player who is dabbling with 
magic will unleash a storm strong enough 
to uproot trees. At other times an evil 
character will summon monsters to in¬ 
vade the town square. There may be a 
kidnapping. Rumors abound. Some of 
the secret organizations may have bi¬ 
zarre and vile rites. I have seen a fellow 
character impaled by a spell cast in the 
town square. (He was resurrected. Each 
character is allowed five free resurrec¬ 
tions by Eternity, Inc. Additional lives 


may be guaranteed with a purchased life 
insurance policy.) 


Actions 

The number of action commands 
available is surprising and allows the 
PC’s to bow or curtsy, smile, grin, tickle, 
kiss, hug, frown or yawn with a stroke of 
a hot key or two. They can nod and laugh 
and dance and jump up and down among 
other things. 

Players can also design macros to 
mouse in more detailed reactions. And of 
course the players can type in anything 
they want their characters to say in a 
conversation. It’s all there to make the 
role playing experience easier and as real¬ 
istic as possible. 

Role playing is the primary objective 
of the game. Expeditions are organized by 
game-masters twice a week, there is a 
great deal of territory to explore, many 
monsters to kill, but the real joys of the 
game are interacting with the other charac¬ 
ters in the game. It is possible to just log on 
and fight a few monsters and then log off, 
but meeting and interacting with the other 


characters is what makes Legends much 
more enjoyable than the typical RPG. 

There are many fully developed char¬ 
acters in the game run by some very 
talented and creative players. The players 
take great pride in differentiating and 
developing their characters, and they are 
always willing to chat with new players 
and help them get started. Lovers stroll 
the streets. Characters marry. Priests ar¬ 
gue religious dogma. Lawgivers plot raids 
on thieves. Thieves carry out burglaries. 
And underneath it all is a power struggle 
between the more powerful good and evil 
magic users in the game. 

It is a complex world of good and 
evil, magic, technology, fantasy, adven¬ 
ture and romance and it’s all available 
with an ordinary Terminal program and a 
phone call twenty-four hours a day. Ses¬ 
sions can be recorded to disk as text files 
and reviewed in the player’s favorite word 
processor later. 

The only drawback (as in all on-line 
games) is the expense. Six dollars (total 
charges) an hour is much more than a 
typical RPG costs, but those players who 
can afford it will probably think the mind 
pictures well worth it.G 


Designed by 

Jon Radoff and Angela 
Bull 

On-line service 

NovaLink (formerly 
Digital Dreams) 

Systems 

Any system with a 
terminal program) 

Supports 

Hayes compatible 
modem, mouse 

Notes 

The total cost 
(including access 
charges) is $6 an hour 



multi-media adventure experience for 
your !PC that we're willing to send you 


- SOF TWA tf » »'<?< *?v4 Tf. t 

ACCESS Software, Inc., *910 WtiX Amelia Earhart Drive 
Salt Lake City, UT 841 16 * (801 )359-S900 * 




Battle for your life at the Bridge of Death! 


Gasp in disbelief at the lost tribe of 
Amazon women!* 

‘Actual Amazon VGA screens 


They grow them big in these parts!* 


































Adventure/Role Playing 


Daughter of Serpents 


The Cthulu mythos 

By Joseph Boone 


T his new adventure game from 
Millenium is based on the Cthulu 
mythos created by the late H P 
Lovecraft. This dark vision of the world in 
which we live has held a fascination for 
countless people ever since its creation in 
the 1920’s. Since Lovecraft’s death there 
has been no shortage of writers who want to 
add to or redefine the mythos in some way. 

Daughter of Serpents is simply the 
latest in a long line of such attempts. As 
one who is not terribly knowledgeable 
regarding the specifics of the Cthulu tales 
I can only say that the game seems to be 
well researched and faithful to the origi¬ 
nal material. 


The first thing one notices about 
Daughter of Serpents is the beautiful 
picture that appears on the monitor as the 
game begins. The graphics have a dark, 
moody look but are very atmospheric. The 
opening sequence is an animated scene 
depicting a murder in extremely bizarre 
circumstances. While this scene raised 
my eyebrows in puzzlement it was also an 
impressive visual beginning. 

As with most new adventure games 
Daughter of Serpents uses a point and 
click interface. However, this is not a 
standard run of the mill point and click. 
The designers have created what they call 
a new operating system named SIGNOS 


which stands for Scripted Interactive 
Graphic Novel Operating System. Hmmm. 
Visually the game is indeed similar in 
style to a graphic novel. Word balloons 
are used to illustrate conversations and 
most of the backgrounds and characters 
are largely static. 

‘Scripted Interactive’ is where we 
start to hit some rough spots. The game 
certainly has a script but there are many 
times where it does not feel terribly 
interactive. There are too many conver¬ 
sations that consist of little more than 
reading endless word balloons and 
occassionally selecting the one ‘choice’ 
that is offered my character when it is our 
turn to speak. 

While the manual touts the flexibil¬ 
ity of gameplay and choices one can 
make, I found my path limited. Few 
locations are available to visit and there 
is little to do once one gets there. Things 
quickly settled into a series of meetings 
where I would be told where to go, what 
to do, and when to do it. 

Then there is the interface itself. Point 
and click systems were originally created to 
be intuitive and easy to use. I found SIGNOS 
to be neither. 
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Adventure/Role Playing 


I first tried playing the game without 
reading the manual. That was a mistake. It 
quickly became apparent that there were a 
number of actions I simply could not figure 
out how to perform. 

Even after reading the manual, I found 
myself needing to refer to it later for some 
things and there were even a few items that 
I simply had a hard time deciphering de¬ 
spite reading and re-reading them. While I 
may have simply been unusually obtuse in 
this instance, it is clear to me that this 
interface is a very long way from being 
intuitive. 

If there is an element of Daughter of 
Serpents that is truly compelling it is the 
story. In fact, I had the feeling that there 
was so much that the designers wanted to 
tell that it ultimately interfered with mak¬ 
ing an enjoyable game. 

The conversations tend to be rather 
long and one sided. During these ex¬ 
changes we are given all sorts of back¬ 
ground information and insights. The char¬ 
acters we see have an admirable degree of 
depth to them and show at least some 
personality. 

Given the designers preference for 
the graphic novel format, one wonders if 



Daughter of Serpents might not have 
been better suited to be published in that 
form instead. In a format where one does 
not expect true interacvtivity there is no 
disappointment when it is not provided. 

To say that I was disappointed in the 
game is an understatement. The graphics 
make a terrific first impression and the 


Cthulu mythos provides a backdrop rife 
with interesting possibilities for high 
adventure. 

Unfortunately I felt more like a pup¬ 
pet than an intrepid adventurer. The de¬ 
sign team deserves a lot of credit for 
trying to do something different with this 
game, but the execution left me cold.Q 


Designed by 

Chris Elliott & Richard 
Edwards 

Published by 

Electronic Arts/ 
Millenium Interactive 

Systems 

PC 

Graphics 

256 color VGA 

Supports 

Mouse, most 
soundcards 
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Ringworld 


war with the humans whilst the vegetar¬ 
ian Puppeteers supplied remarkable space¬ 
ships to both sides. The Puppeteers are 
cautious creatures and keep the location 
of their planet a closely guarded secret. 


Revenge of the Patriarch 


Crunch and Judy 


By Theo Clarke 


r 



| 






_Designed by 

John Jarrett, Chris 
Hoyt and Robert 
Heitman 

Published by 

Tsunami Media 

_ Systems 

IBM PC 

_ Supports 

Mouse, most 
soundcards 





W hy would a man, a woman and 
a talking tiger explore an arti¬ 
ficial planet, shaped like a 
saucer, at the behest of a two-headed 
herbivore? Doctor Doolittle’s Pushme- 
pullyu never left Earth so this has to be a 
story from Larry Niven’s ‘known space.’ 
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Known space is the setting for a 
series of best-selling sf stories that blend 
space opera, hardcore sci-fi and human 
interest. The three dominant species in 
these stories are humans, the feline Kzin 
and the mysterious Puppeteers. The Kzin 
are an aggressive race that fought a long 


A Human and a Kzin did visit this 
planet ten years ago and there the Puppe¬ 
teers revealed technological secrets that 
have enabled the two races to build the 
fastest ship known. The two travellers 
also learnt that the Puppeteers had been 
performing genetic engineering to enhance 
Human luck, and culling selected Kzin to 
increase their passivity. The humans had 
no major objection to having their luck 
increased but the Kzin ruler was enraged. 
The crunch was about to come. 

The Patriarch of the Kzin swore re¬ 
venge on the Puppeteers but their experi¬ 
ments had been so effective that he had to 
make slow, careful plans. He drummed 
his claws and snarled nastily while the 
Kzin secretly built their own ship, identi¬ 
cal to the jointly developed Hyperdrive II, 
and armed it heavily. 

Louis Wu, the human who had vis¬ 
ited the Puppeteers, begins to suspect that 
something is amiss. He worries that the 
Patriarch may exact revenge on him and 
his Kzin fellow traveller, Speaker-to-ani- 
mals. Wu warns an old friend of his fears. 
His friend, Quinn is a mercenary. He asks 
Quinn to visit Speaker-to-animals and 
pass on the warning should anything unto¬ 
ward happen. Something untoward does 
happen: Wu vanishes. 

The mighty Quinn 

The game opens with Quinn’s ar¬ 
rival at the home of Speaker-to-animals. 
He has barely spoken to the old Kzin ’ s son 
when the Patriarch’s assassins break in 
with guns blazing. This, combined with 
the disappearance of his father, convinces 
the Kzin that he and Quinn should steal 
the Hyperdrive II and solve the mystery. 
The two heroes duly hijack the spacecraft 
and a female human engineer who has to 
be persuaded of the justness of their cause. 
The three of them are sitting amicably on 
the vessel’s control deck when a holo¬ 
graphic transmission arrives from a Pup¬ 
peteer. The Puppeteer threatens them with 
a dire fate if they do not go to the Ringworld 
and collect some ancient artifacts for him. 
So, it is off to the Ringworld where the 
adventurers find signals indicating a num- 
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ber of possible locations for the key arti¬ 
facts. This means that they must explore 
them all. 

Up to this point the game flow has 
been entirely linear. Now the player has 
seen a map with several interesting loca¬ 
tions on it and the spaceship has landed on 
the Ringworld. The characters get into 
their scout ship and the player might 
reasonably expect to be able to choose 
which site to explore first. But this is not 
to be. The game is completely linear from 
end to end. At any point there are few 
options available to the player. Each loca¬ 
tion contains no more than about half a 
dozen rooms and most of those are clearly 
inappropriate at any particular point. In 
Leisure Suit Larry III a large jokey 
arrow shows the player where to go early 
in the game. There is no arrow in 
Ringworld but there is no need for one 
when the path is so plain. 

Lush sequences 

The game’s ambience is that of a 
solemn Space Quest with less demand¬ 
ing problems. Few of the puzzles have 


anything other than obvious solutions. I 
solved the game in under six hours and a 
lot of that time was spent as a passive 
viewer. Much of the story is conveyed by 
long animated sequences that look im¬ 
pressive but add little to the intellectual 
challenge. 

Even where the puzzle could have 
had some bite the first ‘mistake’ prompts 
a hint. For instance, the alien chieftain 
likes strong liquor and almost any adven¬ 
ture gamer would recognise that the next 
move is to find an alcoholic drink to give 
to the fellow. Back on the spaceship, 
Quinn’s first words are to the effect that 
he must go and find some ale. 

Throughout my play I felt as if a 
condescending fool was leading me by the 
nose. This is not what I would have ex¬ 
pected. The guys from Tsunami learnt 
their craft at Sierra On-line and they should 
know the ingredients of a successful ad¬ 
venture. They are right to have abandoned 
the cute flavour of most Sierra products 
but they seem to have lost a lot more. 
Ringworld players must accept a loss of 
freedom of choice. They must also accept 
reduced wit and reduced challenge. The 
graphics remain excellent and the anima¬ 


tion is particularly skilful, but the 
soundtrack is as unremarkable as the 
puzzles. 

The game is a huge disappointment. 
Tsunami have come up with an excellent 
engine that is robust and simple to use, 
and they have applied it to a rich milieu 
that is packed with opportunities for vi¬ 
sual excitement and clever tales. A strong 
story with sophisticated animated graph¬ 
ics cannot compensate for the lack of real 
puzzles, however. Perhaps diehard Niven 
fans will feel differently.□ 
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Authentic weapons 
capabilities with 
authentic combat 
results. 

Unmatched detail 
down to individual 
rounds resolution. 

Over 100 weapons 
from 11 nations. 


Set in the volatile Middle East, Point of Attack operates 
on a platoon-section level. Create custom engagements, or 
explore one of the five scenarios. Features night combat, 
adjustable weather conditions, morale and other intangible 
factors, advanced artillery, and lots more. 

The most realistic PC tactical combat simulation 
available! 
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IBM only $54.95 
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review/replay. Compatible with all game systems, 
theaters, scales and eras. Design your own game. 
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Requires a hard disk, VGA display, and at least 600K of RAM. 
Mouse optional. (Board games must be purchased separately.) 
IBM only $79.95 


Available only by mail. 

Please add $4.00 shipping and handling. 


Mail checks/money orders to: 

HPS Simulations, P.O. Box 3245 
Santa Clara, CA 95055-3245 


VISA/MASTERCARD CALL (408)554-8381 

CA residents add state sales tax. 
Please specify disk spec when ordering. 


Strategy Plus 


Reader Service No. 27 


77 









































Simulations 


COMMANDER CRUNCH REPORTS FROM 




Crunch finds a co-pilot for F-15 Strike Eagle III 




# 


T he latest bit of excitement has 
been flying front-seat/back-seat 
in MicroProse’s new F-15 Strike 
Eagle III. This has got to be one of the 
more unique and more exciting experi¬ 
ences in software entertainment, a regular 
multi-player extravaganza; sure, there are 
a bunch of modem games out now, but 
how many of them provide the opportu¬ 
nity for co-operative play in such an inti¬ 
mate way? F-15 Strike Eagle III puts two 
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players at the opposite ends of a telephone 
line (or better yet, direct via null modem) 
with one flying the plane and the other one 
managing weapons, as WSO. 


Heads or tails 

Fellow scribe Lee Johnson agreed to 
take the back seat on our test-run of this 
thing, figuring there’d be more chance 
that way that we’d do something other 
than augering into the ground. We warmed 
the simulations and computers up first in 
head-to-head mode, ye olde standby. 

F-15SE III is not the hottest dog¬ 
fighting simulation around, but for some¬ 
one with my reflexes, it was just perfect. 
Not that I could get any kind of shot in on 
Lee, but he apparently enjoyed my acro¬ 
batic maneuvers immensely. Flight is my 
specialty, no doubt about it. 

I also tried out the Allied mode. 
That’s kind of interesting, considering 
that it really takes coordination of air¬ 
speed and flight profile to stay in anything 
looking like formation; and it takes stay¬ 
ing in formation to do anything significant 
to a target. Lee was designated air cover, 
since he’d done such a great job knocking 
me out of the sky; first time through he did 
a wonderful job of pranging right into a 
mountainside. 

Unfortunately, there wasn’t the 
squeal of agony and technicolor explosion 
I was hoping for, just a generic message 
from the computer (or AW ACS, as the 
fiction would have it). Suffice to say, 
don’t do Allied mode long distance with¬ 
out having practiced a lot first, and be very 
careful to remain cooperative when fly¬ 
ing. It’s all too easy in Allied mode to 
spend most of the time either waiting for 


the wingman, or catching up to the flight 
leader, depending who’s where. 

Now down to the dirty work: we 
used two phone lines, one for the com¬ 
puters and one for voice which is actually 
a lot more exciting than using the ‘chat’ 
option in the game. Communication’s 
much faster, and each player can cue in 
on the other’s responses to what’s going 
on almost instantaneously this way 
(alright, alright, so we spent most of the 
time on the voice line trying to get the 
modem routines optimized to work well; 
but if Yd been willing to donate more 
blood to Ma Bell it would’ve been great 
to stay on voice line the whole way 
through). 

We set up the theatre, the mode, the 
mission, studied the primary and second¬ 
ary and off we went! As caller I had the joy 
of selecting the right weapons, so I shut 
Lee out of being able to do anything 
interesting by loading the plane up en¬ 
tirely with air-to-air missiles (wrong again 
- for the sake of expediency we went with 
the default loadout, though I’ve learned 
not to do that since then). 

From the ground up 

Some careful, skilled attention was 
paid to the most efficient and quiet in¬ 
gress. We were in the Saudi Arabia the¬ 
atre, so it made sense to skirt along the 
coastline at under 500 feet until near the 
target. At this early stage of experience 
with the game Lee knew more about 
running the radar than I did, so he intel¬ 
ligently coaxed me to climb up high 
enough so he could get some sort of 
glimpse of the target more than a few 
hundred feet out from it. 

Between his coaxing and my leap¬ 
ing around the sky, the target was spotted 
and locked in; all I had to do was fly 
towards it and then push the button at the 
right time. Lee had to suffer the exasper¬ 
ating experience of telling me, ‘no! left 
more! higher! no no, pull up — we’re 
about to plunge into the ground!! now, a 
little right.... that’s it... level 
out... .LEVEL OUT, PLEASE. .. thanks... ’ 

The primary target went down like 
the Tower of Babel on a late Sunday 
afternoon, and there we were, cheering 
away, slapping our modems on the back 
(whoops, broke the connection, call 
again...) when someone with an AK-47 
took out the front windshield (or maybe 
I forgot we were at 200 feet, I’m not 
sure). 

Since this glowing experience I’ve 
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learned a few important things about F- 
15 SE III (I’m still focused on the Saudi 
Arabian theatre): first of all, it’s crucial 
to start peeping via air-to-ground radar 
at the target as far out as possible. In fact, 
use the A-G mode to identify potential 
ground radar and, as with F-117A, work 


hard to ‘thread the needle’ (ie fly directly 
towards or away from doppler radar, and 
around continuous or pulse-wave radar) 
between units that might be on spotting 
duty. 

It's useful to get the big picture in 
the eighty-miles-out mode first, at two 


thousand feet up or so, and then as the 
plane gets closer in, drop down to a 
thousand feet and use the forty-miles-out 
range to keep an eye on upcoming ground 
cover. About thirty miles from target, 
start getting in low but still keep the 
radar on to identify ground units. Only 
turn the A-G radar off if a ‘blip’ signals 
an enemy trying to track. Then get really 
low to fly under radar cover. 

Air intercepts 

Secondly, anticipate air attacks prior 
to releasing air-to-ground ordnance only 
if Ground Control Intercept (GCI, num¬ 
ber 9) locks on. If there are some 9s 
tracking, they're vectoring in other air¬ 
craft to see what’s up. Once some noise 
has been made, definitely watch out for 
air intercepts. F-15 SE III makes this 
aspect of a mission relatively straightfor¬ 
ward to deal with, so that dogfighting 
doesn't take up more than its fair share of 
the whole experience. Some air targets 
will pull one up into high radar visibility 
from the ground; sorry, life’s like that 
sometimes. Over and out.Q 
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World Circuit and Car and Driver: Joseph McCullough hits the road 


World Circuit 

Designed by 

Geoff Crammond 

Published by 

Microprose 

Systems 

IBM PC/Amiga 

Graphics 

VGA 

Supports 

All major sound cards, 
joystick 

Players 

One, or up to 26 in 
multi-play mode 

Car and Driver 

Designed by 

Edward Lerner 

Published by 

Electronic Arts 

Systems 

IBM PC 

Graphics 

VGA/MCGA 

Supports 

All major sound cards, 
mouse, joystick 

Players 

One; two with modem, 
network, or null modem 
cable connection 


R acing simulations have never been more than a 

passing fancy for me. With the possible exception of 
Indy 500, no computer game has come close to 
replicating the sensation of rocketing around the track 
strapped to a 2000 pound chunk of metal, rubber, and carbon 
fibre. G-forces, the rumble of a V-12 engine reverberating up 
the spine, and a sense of control are nearly impossible to 
simulate without the special hardware seen on some of the 
more elaborate arcade racing games. 

Because of this sense of detachment, no racing game has 
ever stayed on my hard drive for more than a few weeks. 
Microprose and Electronic Arts have tried their best to change 
all that, however, with the release of their eagerly-anticipated 
World Circuit and Car and Driver racing games. 

One for the road 

World Circuit simulates an entire Formula 1 racing 
season, complete with all 26 teams, detailed replications of 
all circuits raced, and racing-team responsibilities such as car 
set-up and race management. Car and Driver allows the 
player to climb behind the wheel of ten of history's hottest 
cars and test their limits on ten radically different courses. 
Both games offer something new and exciting to the auto 
enthusiast, but only one is liable to remain on my computer 
long after this column is published. 

Car and Driver can be linked via modem, null modem 
cable, or network so two gear-heads can fight for superiority 
over any of the ten courses supplied with the game. In 
addition, the tracks simulate any racing situation imaginable. 
The player can cruise through the San Dimas Mall parking 
lot, rocket around a racing oval, tempt fate on one of three 
public highways, burn rubber on a drag strip, or search for the 
ultimate driving line on an autocross circuit or three other 
traditional race tracks. It also has a tilt-camera feature which 
simulates a driver turning his head as he enters a curve. This 
assists the player in managing the game’s twists and turns. 

World Circuit was released last year for the Amiga, but 
that doesn’t mean that the PC version is stale or dated. Its 
innovations include a variety of driving aids, such as 
suggested gear, optimum racing line, and automatic breaking, 
which allow the experienced or inexperienced gamer to find a 
suitable difficulty level. It also has a unique player-manage- 
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ment system which allows multiple human players to race on 
the same circuit at the same time. 

Each player chooses a car and qualifies to determine 
starting position. Then, during the race, the computer drives 
all other cars while the first human player drives a few laps. 
When it is time to change drivers, the program manager signals. 
The next player then jumps behind the wheel of his car and 
takes over. This process continues until the end of the race. 
Race length and drive-time distribution can be set within the 
program. It’s not modem play, but it will suffice until 
Microprose releases their modem-play update later this year. 

In gear 

Unfortunately, while Car and Driver offers some 
exciting new features, it doesn’t have the staying power of a 
top-notch game like World Circuit. Anyone who has played 
any of the Test Driver series of driving simulations will 
find little excitement with this offering. The graphics are 
boxy and ill-defined (even at the highest resolution setting), 
which leaves the player guessing what lies ahead on the 
track. At simulated speeds of up to 200 mph, poor graphics 
can ruin a driver’s ability to anticipate the next turn. In 
addition, the sound is little more than a garbled engine 
whine (I think that’s what it’s supposed to be!). The lack of 
tire squeals or any recognizable exterior noise prevents the 
driver from knowing when he’s about to lose traction and 
skid off the track. 

Steer clear 

The steering controls in Car and Driver are numb at 
best. Forget trying to use a mouse or the keyboard. The 
joystick is little better. The game seems to have only three 
steering settings. Turn the stick slightly, no matter how 
slightly, and the car makes a slight turn. Go past some 
magical point in the joystick’s travel and the game jumps to 
the next setting — normal turn. Push a little further and the 
car makes a sharp turn. Non-linear steering like this makes it 
very difficult to control any of the cars in this game. 

Finally, the game is really not a racing simulation, but a 
driving simulation. That is, except for a few random vehicles 
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on the public courses, the player does not race against any 
computer-generated opposition. The game does record the 
player’s attempts at each track and uses these replays as 
opponents once enough have been generated, but who wants 
to race against themself all day? It’s fortunate the game 
supports modem play, because without this, it would fail for 
lack of any significant exterior challenge. 

Braking even 

It seems that everything wrong in Car and Driver is 
done right in World Circuit. The graphics are first-rate, and 
aid the driver instead of interfering. The sound is also good. 

In addition to a fairly accurate engine noise, the game offers 
tire squeals when the car is about to skid. One shortcoming, 
however, is that it does not give any aural clue when another 
car is nearby or passing. 

Superior graphics and sound, though, don’t define a 
superior racing simulation. A feeling of control over the car is 
the holy grail in this type of game, and Microprose seems to 
have found it when programming World Circuit. There is 
not one, but three types of steering offered: linear, non-linear, 
and switched. Also included is ‘steering help,’ or the 
controversial ‘line magnet’ derided by many as making the 
game too easy. Microprose has made this an option in the PC 
version of this game, thus satisfying the purist and the novice 
alike. The same settings (linear, et al) are offered for braking 
as well. The driver can also opt to have ‘traction help’ turned 
on, which essentially adds a limited-slip differential to the 
rear axle of his car. 

If Microprose had stopped here, World Circuit would 
already be a marvel to play. Instead, they injected a dose of 
strategy to make the game a true champion. Succeeding at the 
game’s more difficult ability levels requires the player to 
know the course intimately and to be able to set up his car to 
take advantage of the circuit’s dynamics. This is no easy task, 
especially setting the car’s gear ratios. With hard work, 
however, comes reward, which makes the game even more 
enjoyable. 


Rene Arnoux 



The computer opponents are a challenge to overtake. 
They seem bent on running any opposition off the track at any 
opportunity (which can be very annoying), but at least they 
offer some type of exterior challenge to the driver. When 
Microprose releases their modem-play upgrade later this year, 
the game will be complete. 

World Circuit is truly world class. Microprose should 
be commended for releasing such a complete product to a 
market starved for great racing games. Car and Driver, on 
the other hand, is passable, but definitely not as refined as 
World Circuit. Some might complain that comparing a 
driving simulation to a racing simulation is unfair; but Car 
and Driver fails to equal World Circuit in the features the 
two games have in common (car control, graphics, sound, 
configuration options, etc.). 

Those who are searching for a new modem game may be 
swayed toward Car and Driver, but my suggestion for such 
users is to wait until Microprose releases their modem-play 
upgrade to World Circuit. □ 
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The best simulator 
I've ever seen!" 
RickZalud, Computer 
Game Review 
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"Makes the term 'virtual' 
redundant!" 




Dave Moskowitz, Video Games 
and Computer Entertainment 
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"Sets a totally new standard for 
helicopter simulations!" 

Arnie Katz, Electronic Games 




"Redefines the state-of-the-art in 
computer simulation graphics!" 
Computer Gaming World 
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the promise 

true! You conusHTthe ultimate in 21st 
Century Attack Helicopters - the Booing 
Sikorsky RAH-66 Comanche, not just over, 
but m and around okra-realistic 34) 
terrain. Can it be true? Absolutely! 
Thanks to NovaLogic's radical new 
simulation environment VOXEL SPACE™, 
which produces graphics 500times more 
detailed than any of those tired old 
polygon graphic games. You'll dive from 
mountain peaks, dart through winding 
canyons, and roar through pulse-pounding 
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Modems made easy by Curtis Suddarth 



A long with increased modem sales 

has come a corresponding increase in 
questions about how these devices operate 
Hopefully the following article will answer some questions for 
readers new to modem usage, and maybe contain some information that 
experienced users may not have known. 

Any discussion about modems needs to start with what they do. In 
simplest terms it’s a device that converts the digital signals that are 
output from a computer’s serial port to a modulated analog signal that 
can be transmitted through phone lines. (That’s the screech that can be 
heard if a user picks up a phone on a line a modem is using.) It also 
converts incoming analog signals to a digital format the computer can 
utilize. Modem stands for MOdulator/DEModulator. 

On baud 




received is the same as was sent. To do this, the software 
adds a parity bit to each character, which is then checked by the 
receiver to see if the pattern matches. It does this by adding the binary 
numbers for a character, then adding a bit if the number is odd to make it 
even. The receiving unit then checks to see if the character has an even 
number of bits. If it doesn’t, it requests that character be sent again. If the 
sum is even, it removes the parity bit. This is an example of even parity, 
but odd and none are also used. 

Another parameter is duplex. Duplex deals with the way characters 
are sent from the keyboard to the monitor. In full duplex, characters are 
displayed at the local monitor only after they have been sent to the 
remote system, which transmits them back for the display. Half duplex 
sends the characters directly to the screen. If a user sees everything he 
types twice, full duplex needs to be chosen in the software. If nothing 
displays, half duplex is the proper setting. 


Modem speed is measured in two ways. The most common is how 
many bits per second the modem can transmit data. Bps is often used 
interchangeably with the term baud rate. A baud (named after a French 
communication pioneer named Baudot) is a change in frequency or line 
voltage in an analog device, such as a telephone line. Baud rate actually 
refers to the number of times per second that switching can occur in a 
communication channel. Analog channels have a practical limit of 2400 
baud or frequency changes per second. 

Newer modems can increase the bps using standard phone lines by 
pushing current technology limits, and better packet control. That is why 
readers with access to older phone systems may find a 9600 bps modem 
may not be able to communicate at its top speed. With the faster modems, 
the bits per second can be substantially higher than the baud rate. Again, 
the terms baud and bits per second are substituted for one another 
regularly. 9600 bps modems are slowly gaining ground, and if a reader is 
planning on doing a bunch of uploading or downloading, they quickly 
pay for themselves in savings on phone bills. 

Attaining parity 

Some other terms used are data bits, stop bits, and parity. Data bits 
refer to the number of bits allowed to form a character. Seven bits are 
used for text, eight bits for binary data. Most of the older mainframes 
communicated with seven bits. Many of today’s on-line systems use eight 
bit. This allows the transfer of other files beside text. Stop bits are the 
signal the system uses to represent the end of the character’s bits. This 
lets the computer know a new character is coming. 

Parity is the modem’s way of checking that the information it 


Shake hands 

Handshaking is another term modem users will see. This deals with 
the way serial communications are dealt with over a phone line. It is the 
method computers use so that one device won’t transmit till the other is 
ready to receive. There are two common techniques for this. The first is 
XON/XOFF. XON/XOFF uses Ctrl-S to pause and Ctrl-Q to resume 
transmissions. The second is ETX/ACK, which uses the ASCII character 
Ctrl-C to control communication. 

To operate a modem some sort of software will need to be used, 
either a game that supports modem play or a dedicated communications 
software package such as Procomm or Procomm Plus for Windows (two 
of the most popular programs on the market). 

The software handles sending the proper signals for such things as 
getting the modem’s attention or hanging up. Most modems for PC's use 
the Hayes modem command set or a variant. A modem that is Hayes 
compatible means that it will respond to the standard Hayes command 
structure. It is possible to use a modem without software, but only people 
who enjoy having teeth removed with no anesthesia would probably want 
to try. A user would need to be VERY familiar with the Hayes command 
set to attempt it. Seeing as most modems come bundled with basic but 
useable communications software today, most people will never be 
exposed to these commands. 

What’s the protocol? 

Another common is: what are all the different protocols for? 
Protocols are the way computers communicate during file transfers. Both 
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Rochester, VT 05767 
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IBM HARDWARE 


3 Button Dexxa Mouse $29 
Acoustic Research P22 $79 

Acoustic Research P42 $159 

Acoustic Research P570 $319 

Acoustic Research P622 $239 

AdLib Sound Card $59 

Adlib Gold Sound Card $169 
Advancd Gravis Ultrasound $139 
Champ Joystick $24 

Flight Stick Joystick $36 

Game Card 3 Automatic $39 
Maxx Control Yoke $59 

Maxx Rudder Pedals FLT $39 
PC Symphony Sound Board $37 
Media Concept Sound Board $79 
Pro Audio Spectrum 16 $179 

Pro Audio Spectrum Plus $149 
Quickshot 123 Joystick $16 
Rudder Pedals Driving $39 
Sony SRS7 Speakers $15 
Sony SRS9 Speakers $20 
Sound Blaster Sound Card $99 
Sound Blaster 16 $239 

Sound Blaster PRO Basic $139 
Sound Blaster PRO $169 

SB CD Rom Upgrade $339 
SB Multimedia Starter Kit $399 
SB Multimedia Upgrade $499 
Sound Machine $99 

Thrustmaster Fit Ctrl Sys $69 
Thrustmaster Fit Ctrl PRO $119 
Thrustmaster Rudder Ctrl $119 
Thrustmaster Weapons Ctrl $89 
Thunder Board Sound Card $84 


IBM CD ROM 


12 Roads to Gettsyburg WIN $48 
7th Guest $56 

Advent Willie Beamish $45 
Battle Chess WIN & DOS $46 
Buzz Aldrin Race Space $59 
Campaign $35 

Capstone Game Collection $45 
Chessmaster 3000 $46 

Conan $21 

Conquests Robin Hood WIN $42 
Cyber Space $38 

Don Quixote $32 

Dune $35 

El Grito Del Jaguar WIN $46 
Fascination WIN $39 

Gofer’s Winkel Advet WIN $35 
Guy Spy $29 

Jack and the Beanstalk $34 
Jones In The Fast Lane WIN $42 
King’s Quest 5 WIN $42 

King’s Ransom $38 

Legend of Kyrandia $49 

Loom $48 

Lost Treasures of Infocom $46 
Lost Treasures of Infocom 2 $46 
Mantis Experimental Fgtr $45 
Omar Sharif Bridge $46 

Secret Monkey Island $39 

Secret Weap Luftwaffe $46 
Sherlock Holmes $44 

Shuttle $24 

Space Quest 4 WIN $42 

Spirit of Excaliber $32 

Star Child $32 

Star T rek 25 Anniversary $46 
Team Yankee 2 $29 

Ultima Bundle $59 

Where in the World Deluxe $66 
White Horse Child $32 

Wing Commander 1 Deluxe $45 
Wing Commander / Ultima 6 $60 
WC / Ultima Underworld $60 
Wolf Pack $39 



'ARMORED 

FI ST'features re¬ 
alistic simulations 
of American & 
Russian next gen¬ 
eration tanks in¬ 
cluding the M1A2 
Abrams, M3 Bra¬ 
dley, Russian T80 
MBT and BMP 2 
Personnel Carrier. 
Lead 4 platoons 
into an variety of 
pre-programmed 
scenarios or use 
the battle con¬ 
struction set to 
design your own 
campaigns. $38 



'CONQUERED 

KINGDOMS'al- 

lows you to invade 
castles and fly 
over mountains as 
you battle for con¬ 
trol of the world. 
Features nine sce¬ 
narios, a random 
map generator, 
human and fan¬ 
tasy combat 
troops, 21 levels 
of difficulty, mo¬ 
dem play, several 
full campaign con¬ 
quests, and com¬ 
plete game scor¬ 
ing history. $38 



'SOUND MA¬ 
CH IN E'brings to¬ 
gether 2 of the 
most popular com¬ 
puter add-ons in 
one inexpensive 
package. Fea¬ 
tures a genuine 
sound blaster 
chipset, digitized 
voice input/output, 
full duplex MIDI 
interface, built in 
4W amp, volume 
control, a pair of 3" 
magnetically 
sheilded speak¬ 
ers, and a Quick- 
shot joystick. $99 


Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shippingtimesnotguaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
subject to change. All Sales Final. ‘SEE LAST PAGE FOR DETAILS 


IBM ADVENTURE 


Advent Willie Beamish VGA $34 
Advent Willy Beamish 2 VGA $39 


All Dogs Go to Heaven $17 

Alone in the Dark $36 

Altered Destiny $34 

Amazon $39 

An American Tail $26 

Attack Pack $42 

B.A.T. $19 

Blue Force: Next of Kin $45 

Cadaver $27 

Castle Wolfstein 3D $37 

Chamber Sci-Mutant Prstss $25 
Coaster $32 

Codename Iceman $15 

Code Name Iceman 2 VGA $39 
Colonel’s Bequest $15 

Conquest Robin Hood VGA $36 
Conquests of Camelot $15 

Conspiracy Deadlock Files $34 
Countdown $37 

Covert Action $24 

Crime Does Not Pay $29 

Crime Wave $37 

Cruise for a Corpse $32 

Cybercon 3 $29 

Dark Half $19 

Dark Heart of Uukrul $34 

Dark Side $28 

David Wolf Secret Agent $15 

Day of the Tentacle $39 

Deja Vu 1&2 $18 

Deja Vu 1&2 WIN $28 

Deja Vu 2 Lost in LV $6 

Demon’s Gate $32 

Diehard $28 

Dog Eat Dog $32 

Dominus $39 

Don’t Go Alone $4 

Duck Tales $15 

Earthrise $9 

East vs West Berlin 1948 $9 

Elf $24 

Epic $32 

Eric the Unready $38 

Felony $3 

Floor 13 $15 

Free DC $19 

Future Wars $9 

Galleons of Glory $24 

Gama Force $6 

Gambit $38 

Gateway $32 

Godfather $29 

Gold Rush $15 

GrailQuest $27 

HUMANS $21 

Harley Davidson $9 

Heart of China VGA $34 

Heaven and Earth $32 

Heimdall $17 

Hired Guns $32 

Hook $32 

Hostage $6 

Hound of Shadow $17 

Inca $42 

Indy Jones 4 Fate Atlantis $38 
Indy Jones Grfx Adv VGA $27 
Inspector Gadget $34 

Jack the Ripper $38 

KGB $17 

King’s Quest 4 $34 

King’s Quest 5 VGA $36 

King’s Quest 6 VGA $45 

King’s Ransom $38 

Kristal $12 

L.A. Law $34 

Laffer Utilities WIN $24 

Laura Bow 2 VGA & EGA $36 

Leather Goddesses $12 

Leather Goddesses 2 $42 


IBM ADVENTURE 


Legacy: Realm Of Terror $41 

Legend of Faerghail $34 

Legend of Kyrandia $35 

Leisure Suit Larry 1 VGA $15 

Leisure Suit Larry 2 $15 

Leisure Suit Larry 3 $24 

Leisure Suit Larry 5 EGA $34 

Leisure Suit Larry 5 VGA $36 

Leisure Suit Larry Bundle 1 $39 

Loom $19 

Lords of the Rising Sun $34 

Lost Files Sherlock Holmes $44 

Lost Treasures of Infocom $42 

Lost Treasures of Infocom 2 $32 

Lost in LA $37 

Magnetic Scrolls Bundle $21 

Manhunter New York $28 

ManhunterSanFrancisco $15 

Maniac Mansion $18 

Martian Memorandum $37 

Max Pac $26 

Mean Streets $37 

Metal Mutant $32 

Moebius $28 

Murder Club $28 

Murder by the Dozen $15 

Nebulas $27 

Out of this World $36 

Plan 9 from Outer Space $31 

Police Quest 1 VGA $24 

Police Quest 2 $15 

Police Quest 3 EGA $34 

Police Quest 3 VGA . $36 

Power Hits:Movies $32 

Prince of Persia $25 

Putt Putt Joins Parade $32 

Return to Zork $38 

Rex Nebular Cos Gen Ben $39 

Riftwar Legacy VGA $39 

Ringworld $36 

Rise of the Dragon VGA $34 

Risky Woods $24 

Robocop 3 $32 

Rocketeer $32 

Rome: Pathway to Power $38 
Screen Antics WIN $24 

Search for the King $24 

Secret Monkey Island EGA $27 
Secret Monkey Island VGA $23 
Secret Monkey Island 2 $38 

Sex Olympics $19 

Sex Vixens from Space $12 

Shadowgate WIN $34 

Shogun $12 

Sierra Adventure Bundle 1 $39 

Space Quest 1 VGA $16 

Space Quest 4 VGA $36 

Space Quest 5 VGA $39 

Space Quest Bundle $36 

Spellcasting 101 $19 

Spellcasting 201 $36 

Spellcasting 301 Spring Brk $34 
Star Trek 25th Anniv $36 

Star Trek 5 $12 

Star Trek: Next Generation $46 

Stellar 7 $21 

Teenage Mutant Ninja Turtle $25 

T erminator 2029 $42 

The Prophecy $36 

Theme Park Mystery $15 

Time Quest $12 

Troika $6 

Uninvited $9 

Universe 1-3 Each $34 

Walker $32 

War in Middle Earth $12 

Warriors of Legend $19 

Weird Dreams $9 

Whales $34 

Wonderland $16 

Where in Time Carmen SD $32 
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Modem Games 


systems need to use the same modem parameters, such as 2400,N,8,1. In 
addition, they need to agree on how the file is to be transferred and how 
the process is to be checked during transfer for errors, if it is checked at 
all. There are many protocols available, such as YModem batch, Kermit, 
and CompuServe B. The best way to handle choosing a protocol is to see 
which one the on-line system being used recommends. Xmodem is a 
protocol that comes with virtually every communications package. If all 
else fails, it is reliable but slow. 

Making connections 

Many of today’s games feature modem capabilities. Usually the 
connection is made outside the game, then the game is started. Here are a 
few things to watch for if readers are having problems getting connected: 

■ Shut off any call waiting or other special services on the phone line. 

■ If the screen is garbled, check that both computers are using the 
same communication parameters (ie. 2400,N,8,1). 

■ Check the handshake setting, if any is being used. 

■ The person with the slower modem may need to initiate contact if 
the faster modem is having trouble recognizing the slower speed setting 
required (happens with some older modems). 

■ If everything typed is displayed twice or not seen, check the duplex 
setting. 

■ If there is a lot of garbage that shows up during connections, a line 
filter may be needed. 

■ If there are certain appliances near the phone jack, some interfer¬ 
ence may be noticed. 

■ Old phone lines may have a lot of noise on them. New lines may 
need to be installed. 

Once everything is working correctly, keep a log with all the 
settings listed. This could help save time at a future date. Upgrade the 
communication package being used if needed features are missing. Many 
of the newer offerings automate the logging-on procedure, identifying the 
parameters in effect. 

Joining an on-line service with a modem games forum can also 
help. The experienced gamers can often provide invaluable advice. 
Finally, get a beginner’s guide to modems if more information is wanted. 
And if all this fails, drop us a line. 

I hope this clears up some of the questions that surround modem 
communications for beginners. A modem can add a new level to game 
play. Squashing and demoralizing a human opponent is more satisfying 
than all the victories over silicon softies put together. 

Jargon Buster 

Analog transmission: Communications that use a continuous signal 
varied by the amplification of the signal. 

■ Asynchronous communications: A method of information 
transference that is accomplished by separating individual characters 
with start and stop bits. 

■ ANSI: A standard for information display on a computer’s monitor. 

■ ASCII: A standard character set that consists of 92 upper and 
lowercase letters and 32 control characters. Okay for English text, but 
usually inadequate for foreign languages. 

■ AT commands: Commands used in the Hayes command set to use a 
modem. ‘AT’ precedes the commands, which gets the modem’s attention. 

■ AUX: The communications port used by DOS (usually COM 1). 

■ Background noise: Extra signals that can occur over phone lines. 
These additional signals corrupt the flow of data. 

■ Baud Rate: A measurement of speed using the number of times a 
modem switches the frequency of the signal per second. Not the same as 
Bits Per Second, or bps. 

■ BBS: An electronic Bulletin Board System; BBS’s often have file 
libraries and on-line chat features as part of their services. 

■ Binary: When referring to files, any file that is not a pure ASCII 
text file. 

■ Bps: Stands for bits per second, a truer measure than baud rate of 


how much information a modem transmits. 

■ COM port: A serial port installed on a PC. Used for among other 
things modem communications. 

■ Digital signals:The format of a signal generated by computers. It 
usually is a binary scheme with the signal either on or off, represented by 
a 1 or 0. 

■ Download: The process of transferring a file or some kind of 
information from a remote system. 

■ Duplex: A parameter that determines how keyboard input is 
displayed to the monitor. 

■ ETX/ACK: A handshaking protocol. 

■ Even parity: Error checking using an even number scheme. 

■ Forum: An electronic meeting place on-line for people to share 
ideas. Also referred to as SIG’s or special interest groups. 

■ Full duplex: Characters from the keyboard are sent to a remote 
system which then sends them back for display on the monitor. Signals 
are sent and received at the same time. 

■ GIF: A graphic format supported by CompuServe which contains all 
the information needed for the graphic to be viewed on many system types. 

■ Half duplex: Characters from the keyboard are displayed directly to 
the monitor. 

■ Information service: A system that has information available for 
retrieval, usually of a specialized nature. 

■ Kermit: A protocol written primarily for use with main frames 
which work with seven bits. 

■ Log on: The process of establishing communications with a remote 
system. 

■ Modem: A device that converts analog to digital or digital to analog 
signals. 

■ No Parity: A parameter that disables error checking. 

■ Null modem cable: A cable that allows the connection of two 
computers directly without a modem. 

■ Off Line: Breaking the connection with a remote system. 

■ On Line: Connection with a remote system. 

■ On-line Service: A commercial, multi-user bbs. Many features are 
available, such as stock quotes, movie reviews, games, file libraries, etc. 
Some of the more common include CompuServe, GEnie, America On- 
Line, and Prodigy. 

■ Procomm Plus: The commercial version of an original shareware 
communication package. Arguably the most popular software package 
for modem use, with over half a million copies sold. 

■ Protocol: The method two systems use to transfer a file and check 
for errors during that transfer. 

■ RS-232C: A standard concerning the asynchronous transmission of 

computer data. Used by IBM PC’s or compatibles. 

■ RS-422: The standard for asynchronous transmission of data on 
Mclntoshes. 

■ Script: A pre-defined series of commands and activities that run 
whenever the script is used. Many communications packages use scripts 
to automate the log-on procedure for on-line services. 

■ Serial port: Often referred to as a COM port. 

■ SIG: A special interest group on-line for members who share 
interests. 

■ Start bit: The bit that marks the beginning of a character. 

■ Stop bit: The bit that marks the end of a character. 

■ SYSOP: The system operator, or person, who is responsible for 
maintaining a BBS. 

■ Terminal emulation: Software which ‘fools’ an on-line computer 
into thinking a PC is a standard terminal attached to the system. 

Common emulations include TTY (almost always a safe choice if 
unsure), DEC VT100 (ANSI), or a DEC VT52. 

■ Upload: To transfer a file to a remote system. 

■ VDT: Video display terminal, or the monitor. 

■ XModem: A file transfer protocol developed originally for CP/M 
computers, it is reliable but slow. 

■ YModem: A protocol that transfers larger packets and is more 
efficient at multiple file transfers. Usually faster than XModem. 

■ ZModem: A protocol that sends data in a constant stream. The 
fastest except if there is a lot of line noise. 
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IBM STRATEGY 


A Train $38 

A Train Construction Set $23 

Air Force Commander $32 

Airbucks $36 

Ancient Art War Sea $29 

Ancient Art of War $29 

Ancient Art of War Sky $34 

Are We There Yet $17 

Armada 2525 $29 

Balance of Power 1990 $35 

Balance of the Planet $19 

Bandit Kings Ancient China $37 
Battle Isle $32 

Battle Isle Scenario Disk $22 

Battles of Destiny $38 

Bermuda Square $21 

Big Business $12 

Breach 2 $19 

Breach 2 Scenario Disk $15 

Buzz Aldrin Race into Space $42 
Caesar $36 

Carrier Command $9 

Castles $18 

Castles 2 $36 

Castles Northern Campaigns $19 
Centurion Defender Rome $17 

Civilization $39 

Civilization Master Edition $45 

Command HQ $19 

Conquered Kingdoms $38 

Conquest of Japan $36 

Control of the Seas $32 

Crisis in the Kremlin $39 

Dark Seed $34 

Dark Star $36 

Defender of the Crown $12 

Designasaurus 2 $28 

Dino Wars $28 

Diplomacy $12 

Discovery Stp Columbus $34 

Dragon Force $19 

Dragon Lord $12 

Dune $24 

Dune 2 $44 

El Fish $41 

Empire Deluxe $40 

Fighting for Rome $12 

Final Conflict $17 

Fireteam 2200 $24 

Fireteam 2200 Constrctn Kit $25 
Fort Apache $34 

Gemfire $37 

Genghis Khan $37 

Global Conquest $36 

Global Effect $32 

Gold of the Americas $19 

Imperium $26 

Inindo $37 

Koshan Conspiracy $32 

L’Empereur $37 

Lemmings $32 

Lemmings Datadisk $19 

Lemmings 2 $32 

Liberty or Death $37 

Lost Admiral $24 

Lost Admiral Enhanced $44 

Lost Admiral Scenario Disk $23 

Lost Patrol $12 

Maelstrom $38 

Medieval Lords $14 

Medieval Warriors $9 

Mega Lo Mania $31 

Mercenaries Tegel’s $38 

Merchant Colony $17 

Microcosm $32 

Millenium $24 

Monarch $38 

Moon Base $24 

New World Order $38 

Nobunaga’s Ambition $37 

Nobunaga’s Ambition 2 $37 



In'ACES OVER 
EUROPE' you 

soar into air com¬ 
bat over WWII 
Europe. Dive in 
and take out 
trains, barges, 
staff cars, tanks, 
and more with air¬ 
craft like the P51 
Mustang, Focke- 
Wulf 190, and 
Messerschmitt 
190. Features his¬ 
toric flight maneu¬ 
vers, ability to lock 
view on a single 
target, and mo¬ 
dem support. $46 



In'BATTLESOF 
DESTINY' you 

must seek out and 
destroy up to 3 op¬ 
ponents in order 
to conquer the 
world. Features 
modem play, air, 
ground and naval 
combat, challeng¬ 
ing artificial intelli¬ 
gence, 22 differ¬ 
ent units to con¬ 
struct, more than 
20 worlds to con¬ 
quer, campaign 
style play, and a 
complete player 
history. $38 



DAUGHTEROF 
SERPENTS'isan 
epic cinematic ad¬ 
venture, meticu¬ 
lously researched 
in every detail with 
original 1920’s 
materials from 
Thomas Cooks. 
Features full 
screen graphics, 
animated icon in¬ 
terface, a complex 
and absorbing 
story line which 
varies depending 
on your chosen 
character’s profes¬ 
sion & skills. $32 


Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Trested as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
subjecttochange. All Sales Final. *SEELASTPAGE FOR DETAILS 
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IBM STRATEGY 


Nuclear War $9 

Objection $34 

Objection Enhanced $79 

Ogre $19 

Omega $30 

Operation Combat $12 

Overlord $21 

Pacific Theater Ops $42 

Paladin 2 $34 

Perfect General $32 

Perfect General Seen Disk $21 
Perfect General Seen Disk 2 $23 
Perfect General 2 $44 

Populous $17 

Populous 2 $38 

Populous Promised Lands $14 
Powermonger $34 

Powermonger World War 1 $21 

PushOver $32 

QQP Bundle $59 

Railroad Tycoon $34 

Rampart $27 

Reach for the Stars $24 

Realms $17 

Red Zone $32 

Renegade Legion Interceptr $12 
Riders of Rohan $19 

Robo Sport WIN $34 

Romance 3 Kingdoms 1 or 2 $42 
Rules of Engagement $19 

Rules of Engagement 2 $38 

Second Conflict WIN $34 

Seven Cities Gold 2 $38 

Shadow President $34 

Shadowgate WIN $34 

Siege $38 

Siege Expansion Disk $19 

Sim Ant $34 

Sim Ant Windows $34 

Simcity $29 

Simcity Graphic Set 1 $15 

Simcity Graphic Set 2 $23 

Simcity WIN $34 

Simearth $38 

Simearth 2000 $42 

Simearth WIN $38 

Simfarm $41 

Simlife $41 

Spaceward Ho! $38 

Special Forces $39 

Spoils of War $34 

Star Control $29 

Star Control 2 $36 

Star Legions $38 

Starfleetl $17 

Starfleet 2 $38 

Strategic Forces $19 

Sword of Aragon $28 

Task Force 1942 $39 

Theatre of War $32 

Theatre of War Set 1 $21 

Traders $19 

Unnatural Selection $32 

Utopia $31 

Vikings Fields of Conquest $37 
Visions of Aftermath $19 

Warlords $24 

Warlords 2 $42 

Worlds at War $24 


IBM WARGAMES 


Action North Atlantic $26 

Action Stations $29 

Action Stations Scenario 1 $14 

Action off River Platte $26 

Air Raid Pearl Harbour $26 

Ambush $42 

American Civil War VI $22 

American Civil War V2 $22 


IBM WARGAMES 


American Civil War V3 $22 

Banzai $12 

Battle Stations $26 

Battle Tank Barbarossa $36 

Battle Tank Kursk $39 

Battle of Austerlitz $9 

Battle of the Atlantic $36 

Battles of Napoleon $24 

Battleship Bismark $26 

Blitzkrieg Ardennes $24 

Blood & Iron $52 

Borodino Napoleon Invades $30 
Bravo Romeo Delta $29 

CW No Greater Glory $39 

Campaign $39 

Carrier Strike $42 

Carrier Strike Exp Pak $19 

Carriers at War $34 

Carriers at War Exp Pak $37 

Charge of the Light Brigade $34 
Conflict $15 

Conflict in Vietnam $9 

Conflict: Middle East $24 

Conflict: Korea $36 

Crusade In Europe $12 

Decision at Gettysburg $19 

Dreadnoughts $42 

Dreadnoughts Bismark $29 

Dreadnoughts Ironclads $29 

Dreadnoughts Deluxe $89 

Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $34 

Fleet Commander $39 

Fleet Med $36 

Frontline $34 

Gary Grigsby Pacific War $46 

German Raider Atlantis $26 

Gettysburg:Turning Point $36 

Golan Front $36 

Grand Fleet $36 

Grey Seas, Grey Skies $36 

Halls of Montezuma $24 

Harpoon $25 

Harpoon Battle Set 2 $19 

Harpoon Battle Set 3 $19 

Harpoon Battle Set 4 $24 

Harpoon Challenger Pak SE $49 

Harpoon Designer Series $32 

Harpoon Scenario Editor $27 

High Command $45 

In Harms Way $36 

Kampfgruppe $59 

Kriegsmarine $36 

Kursk Campaign $36 

Line in the Sand $24 

Long Lance $39 

MacArthur’s War $29 

Main Battle Tank C Germany $36 
Main Battle Tank MiddleEast $36 
Main Battle Tank N Germany $36 
Malta Storm $36 

Man of War $36 

Mare Nostrum $26 

Marianas Turkey Shoot $24 

Midway $19 

Moscow Campaign $36 

Northern Fleet $36 

Operation Overlord $36 

Pacific Storm Midway Cpgn $36 
Pacific Storm Solomon Cpgn $36 
Panzer Battles $22 

Patriot $44 

Patriot Battle Set 2 $24 

Patriot Scenario Editor $27 

Patton Strikes Back $16 

Prelude to Jutland $26 

Red Lightning $12 

Return To Falklands $28 

Return to Falklands $28 

Rising Sun $26 
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Modem Play 


Modem 

Games to Go 


the A-Z of modem compatible games by Brian Walker 


Flight Sims 

Falcon 3.0 

Spectrum Holobyte 
Systems: PC 

Capable of full and null modem connections and 
Novell network. Best strategic flight sim cur¬ 
rently available. Expected to link up to in the 
Electronic Battlefield with the forthcoming A10. 
Reviewed issue 16. 


All versions support full and null modem 
connections. 

Tracon II 

Wesson Intemational/Mindscape 
Systems: PC 

Compatible with MS Flight Simulator 4.0. 

Full and null modem capable air traffic control/ 
stress simulator. Windows 3.0 version reviewed 
in issue 18. 


Flight Simulator 4 

Sublogic 
Systems: PC 

Full and null modem capable. 



m mph 

IS FEET 
27 FBBT 
17,000 FBBT 
ROTARY 
90 

1 VICKERS 


MAX SPEED: 
LENGTH: 

DING SPAN: 

CEILING: 

ENGINE: 

HORSEPOWER: 

ARMAMENT: 


SopwiTl. Pup (GB) 

PJjiia" 111 


F-16 Combat Pilot 

Electronic Arts/Digital Integration 
Systems: PC, Amiga, Atari ST 
Does not support cross-platform capability. 
Amiga and Atari ST support null connections 
only. IBM supports full and null modem play. 

Aces Over the Pacific 

Dynamix 
Systems: PC 

Outstanding flight sim that gets even better with 
modem play 

Flight of the Intruder 

Spectrum Holobyte 
Systems: PC, Amiga, Atari ST 
Amiga and Atari ST versions capable of cross- 
platform play. Supports Null-cable connections 
only. Nifty flight sim based on crap movie. Re¬ 
viewed issue 1. 


New! 

F15 Strike Eagle 111 

Microprose 
Systems: PC 

Supports: COM 1 and COM2 only. 

Baud rates: 2400, 9600, 19200, 38400. Direct 
link without modem is also supported, using a 
null-modem serial cable. 

There are three play modes to work with: 

■ Co-Operative mode, in which two players fly 
separate planes in an allied mission 

■ Head-to-Head mode, in which the two players 
lly planes against each other in a dogfight 

■ Front-Seat/Back-Seat Mode, where one player 
plays pilot and the other operates the gunnry (in 
charge of weapons but can also lly the plane 
from there) in a single, two-seater F-15E 

It is recommended that the two computers 
playing with or against each other be as matched 
as possible in CPU speed; a 486/50 and a 386/16 
are just not going to synchronize very well. In Co- 
Op (wingman) mode, a mission is generated w ith 
Primary and secondary targets, just like the single 
mission mode in solo play. 

In Front-Seat Back-Seat mode, the player 
gets a real feel for what it’s like to do teamwork 
in a single plane (primary and secondary missions 
generated for this one as well; in Head-to-Head 
mode both players fly similar aircraft against 
each other (no mission is generated). 

A chat mode is enabled during modem 
play, allowing the two players to send messages 
to each other, as with Knights of the Sky. In¬ 
cluded are a series of canned messages (10) which 
can be sent with the press of a key at any time from 
either player: ‘negative,’ ‘blind,’ ‘break left,’ 
‘Break right,’ ‘chaff/flares,’ ‘tactical,’ ‘rejoin,’ 
‘press’, ‘engaging,’ ‘RTB’ | return to base). Shift- 
M allows replay of last message if missed in the 
heat of battle. Once he gets his wires untangled. 
Commander Crunch will be reporting more fully 
on all this in our next issue. 





Knights of the Sky 


Knights of the Sky 

Microprose 
Systems: PC, Amiga 

Null modem and full modem link supported. 
World War I dogfights. Woof! Woof! 

Reviewed issue 5. 

Tank 

Spectrum Holobyte 
Systems: PC 

Supports full and null modem connections. 

688 Attack Sub 

Electronic Arts 
Systems: PC 

Supports null and full modem connections. Sur¬ 
prisingly the only sub sim that supports modems. 

Falcon 

Spectrum Holobyte 

Systems: PC, Amiga, Macintosh, Atari ST 
All versions capable of cross-platform play. 



FI5 Strike Eagle 111 
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CHIPS &BITSinc. 

FREE GAME WITH YOUR $75 ORDER* 

ShippingtoUS,PR,AK,HI,APO&FPO S4 per order. Air MailtoCanadaS6perorder. HandlingSI pershipment. 

2 Business Day Air US S6 per order; PR,HIS121st item + S2ea. add’l; AK $19 1 st item + $2ea. add’l. Handling $1 per shipment. 

Europe, S. America Air Mail $19 1 st item + $6 ea. add I. Asia, Australia, Africa, Air Mail $251 st item + $6 ea. add’l. Handling SI per shipment. 


PO Box 234 
Rochester, VT 05767 
Fax 802-767-3382 
Int’l 802-767-3033 
Call 800-753-4263 


IBM WARGAMES 


Rommel Battles For N Africa $24 
Rommel at El Alamein $36 

Rommel at Gazala $36 

Rorke’s Drift $34 

Second Front $36 

Seventh Fleet $36 

Stalingrad Campaign $36 

Storm Across Europe $12 

Third Reich $27 

To The Rhine $36 

Typhoon of Steel $12 

UMS 2 $19 

UMS 2 Civil War $24 

UMS 2 Desert Storm Seen $24 
UMS 2 Planet Editor $28 

Under Fire $12 

V Victory: Utah Beach $44 

V Victory: Velikiye Luki $44 

V for Victory: Market Garden $44 

Victory at Sea $37 

Vulcan $34 

War in the Falklands $26 

Warship that Changed Histry $26 
Waterloo $16 

Western Front $36 

White Death $24 


IBM SPORTS 


4D Boxing $17 

4th & Inches $4 

4th & Inches Team Const $10 

ABC Monday Night FB $37 

ABC Wide World Boxing $32 

APBA Baseball $24 


APBA Base TD 1908-89 Ea $21 
APBA Base Team Disk 1990 $19 
APBA Base Team Disk 1991 $19 
APBA Baseball General Man $29 
APBA Baseball Statmstr 2.0 $29 
APBA Baseball Wizard 2.0 $29 


APBA Basketball $34 

APBA Bowling $14 

APBA College Basketball $32 
APBA Football $34 

APBA Micro Manager $32 

ATP Tennis $34 

Action Sports Soccer $25 

All American College Ftbll $36 
All Star Sports Pak $15 

American Gladiators $21 

Basketball Challenge $28 


Bball Challenge 1987 Teams $13 
Bball Challenge 1988 Teams $13 
Bball Challenge 1989 Teams $17 
Bball Challenge 1990 Teams $17 


Bo Jackson Baseball $32 

Carl Lewis Challenge $32 

Cycles Grand Prix $28 

Daily Double Horse Racing $19 

Days of Thunder $24 

Dirk’s Baseball Encyc $19 

Face Off $9 

Fast Break $6 

Front Page Football $39 

Future Sports $28 

Games Winter Challenge $34 

Grand Prix Circuit $17 

Greens $34 

HardBall $12 

HardBall 2 $28 

Hardball 3 $34 

Hardball 3 Players Disk $19 

Hardball 3 Stadium Disk $19 

Harlem Globetrotters $15 

Hat Trick $9 

Hole In One Mini Golf $12 

Hole In One Mini Golf Crs Disk$7 
Hole In One Mini Golf Dlx $12 

Indianapolis 500 $17 




MASQUE' 


Video Poker 


for Windows 

u 




i 



Learn to play Video Poker like an Expert! 


'VIDEO POKER' 

gives you com¬ 
plete game strate¬ 
gies for Las Ve¬ 
gas and Atlantic 
City video poker. 
Expert strategy 
tables, available in 
pop-up windows, 
show which of your 
current play op¬ 
tions yield the best 
payoff average. 
Features double 
down option, prac¬ 
tice drills, exciting 
tournament mode, 
& rapid computer 
simulation. $19 



'MAXX COBRA 
FLIGHTSTICK' 

brings together 
the thrill of a joy¬ 
stick and the ver¬ 
satility of the key¬ 
board. Features 
molded casing for 
left or right 
handers, 7 button 
pistol grip joy¬ 
stick, 25 program¬ 
mable functions, 
exact auto-cen¬ 
tering, and true 
circular direc¬ 
tional control. 
Game port not 
necessary. $54 



'ARMADA2525' 

is an epic struggle 
of galactic con¬ 
quest. Carefully 
balance military 
spending and in¬ 
dustrial growth. 
Invest in research 
and development 
to gain technologi¬ 
cal superiority. 
Seek out and colo¬ 
nize the best star 
systems as you 
move your arma¬ 
das to defend your 
planets or launch 
an attack on en¬ 
emy fleets. $29 


Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
subjeettochange. All Sales Final. *SEE LAST PAGE FOR DETAILS 
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IBM SPORTS ■ IBM SPORTS 


International Sports Chall $29 
Jack Nicklaus Greatest 18 $27 

Jack Nicklaus Unlimited Golf $27 
Jack Nicklaus Clip Art $12 
Jack Nicklaus Course Disk 1 $15 
Jack Nicklaus Course Disk 2 $15 
Jack Nicklaus Course Disk 3 $15 
Jack Nicklaus Course Disk 4 $15 
Jack Nicklaus Course Disk 5 $15 
Jack Nicklaus Signature Ed $40 
Jack Nicklaus SE Course 1 $19 

Jack Nicklaus SE Clip Art $24 


Joe Montana Football $31 

Lakers vs Celtics $17 

LH Base 70’s Series $16 

LH Base 80’s Series $16 

LH Baseball 1989 Team Disk $16 
LH Baseball 1990 Team Disk $16 
LH Baseball League Leaders $16 
LH Boxing Contenders $16 
LH Col Bball 87-88 Teams $16 
LH Col Bball 88-89 Teams $16 
LH Col Bball 89-90 Teams $16 
LH Col Bball L Leaders $16 

LH Col Bball Utilities $16 

LH Coll Basketball 91 TD $16 

LH Football 1989 Tearns $16 

LH Football 1990 Tearns $16 

LH Football 70’s Tearns $16 

LH Football 80’s Series $16 

LH Football L Leaders $16 

LH Football Utilities $16 

LH Pro BBall 91 Team Disk $16 
LH Pro Baskeball Utilities $16 
LH Pro Basketball $36 

LH Pro Basketball L Leaders $16 
LH Pro Basketball Utilities $16 
Lance Haffner Baseball $36 
Lance Haffner Boxing $36 

Lance Haffner College BBall $36 
Lance Haffner Football $36 
Lance Hafner Hockey $36 
Links $29 

Links Course 1 Bountiful $17 
Links Course 2 Firestone $17 
Links Course 3 Bay Hill $17 
Links Course 4 Pinehurst $17 
Links Course 5 Dorado $17 
Links Course 6 Barton Creek $17 
Links Course 7 Troon North $17 
Links Pro 386 Golf $32 

Links Pro Course 1 Mauna $20 
Links Pro Course 2 Pineh $20 
Links Pro Course Disk 3 $20 

Low Blow $12 

MUDS $12 

ML Baseball $28 

ML Baseball 4 USAT $31 

ML Baseball Genrl Mngr $24 
ML 1970s World Series $17 
ML 1980s World Series $17 
ML Basebll Season 83-90 Ea $17 
ML Baseball All Stars $17 

ML Baseball Franchise Disks $20 
ML Baseball Manager’s Ch $19 
ML Baseball 4 USAT F Mgr $25 
ML Baseball 4 USAT G Mgr $19 
ML Basketball $28 

ML Basketball All Stars $34 
ML Football 2 $39 

ML Football Deluxe $39 

ML Personal Pro Golf $28 

ML Wrestling 1990 $28 

Madden Football $17 

Madden Football 2 $32 

Madden Player Stats 87-88 $18 
Madden Player Stats 90 $18 

Magic Johnson Fast Break $6 
Magic Johnson MVP $15 

Mario Andretti Racing $17 

Michael Jordan Flight Sim $38 


Microsoft Golf for Windows $39 
Mike Ditka Power Football $32 
NFL Challenge $60 

NFL Chall Col Alumni Teams $22 
NFL Chall Game Situation Ed$20 
NFL Chall Pre Season 90 $22 

NFL Challenge 1984 Teams $15 
NFL Challenge 1985 Teams $15 
NFL Challenge 1986 Teams $15 
NFL Challenge 1987 Teams $15 
NFL Challenge 1988 Teams $22 
NFL Challenge 1989 Teams $22 
NFL Challenge 1990 Teams $22 
NFL Challenge 1991 Teams $22 
NFLChallnge All Star Team $22 
NFL Challnge Dream Teams $20 
NFL Chllng Greatest Teams $22 
NFL Challenge Premium Ed $59 


NFL Football $31 

NFL Proleague Football $19 

NFL Proleague Football 92 $24 

NFL Video Football $43 

Nascar Challenge $31 

Orel Hershiser’s Strike Zone $28 
Over the Net $9 

PGA Tour Golf $32 

PGA Tour Golf Ltd Ed $45 

PGA Tour Golf WIN $38 

Playmaker Football $26 

Power Hits: Sports $32 

Pro League Baseball $18 

Pro Tennis Tour 2 $32 

ProFootball Analyst 92 Ed $24 

RBI 2 $26 

Reel Fish’n $12 

Road to the Final Four $37 

Serve & Volley $12 

Shufflemania $34 

Skate or Die $15 

Sport of Kings $12 

Sporting Triangle $12 

SummerChallenge $34 

Super Car Pak $37 

TKO $4 

Team Suzuki $15 

Tennis Cup $32 

Tie Break Tennis $12 

Tom Landry Football $24 

Tony LaRussa Baseball $24 


Tony La R Fantasy Manager $15 
Tony La R Classic Stadiums $15 
Tony LaRussa AL Stadiums $15 
Tony LaRussa NL Stadiums $15 
Tony LaRussa BB 1990 $15 

Tony LaRussa BB 1991 $15 

Tony LaRussa TD 1901 -68 $15 
Tony La Russa Baseball 2 $36 

Wayne Gretzky Hockey 2 $34 

Wayne Gretzky Hockey 3 $39 

Wayne Gretzky League $26 
Weaver 2.0 Comm Edition $41 
Weaver Baseball 1.5 $19 

Weaver Baseball 2.0 $17 

Weaver Commissner Disk 2 $16 
Weaver Tearn & Player 90 $12 

Wilson Pro Staff Golf $23 

World Circuit $34 

World Class Soccer $28 


IBM ROLE PLAYING 


2400 AD 

$24 

ADD Collector’s Edition 2 

$45 

ADD Starter Kit 

$35 

Autoduel 

$26 

Bad Blood 

$31 

Bard’s Tale 2 

$19 

Bard’s Tale 3 

$32 

Bard’s Tale Construction 

$19 

Battletech 

$12 

APR SPLS 3 





























Modem Play 


Strategy 

Wordtris 

Spectrum Holobyte 
Systems: PC 

Supports both null modem and full modem play. 
Real time word game. 

Reviewed issue 16. 

Conquered Kingdoms 

QQP 

Systems: PC 

Superb fantasy strategy game, that but one that 
is more suited to play by e mail than normal 
modem play. 

Reviewed issue 26 

Faces 

Spectrum Holobyte 

Systems: PC, Amiga, Macintosh 

All versions capable of cross-platform play. Full 

and null modem connections supported. Real 

time puzzle game. 

Empire 

Interstel 

Systems: PC, Amiga, Atari ST, Macintosh 
All versions are cross-platform capable. Seminal 
strategy game. Turn-based, supporting file trans¬ 
fer over full modem connection. Empire II is due 
to be published later this year. 

Empire De Luxe 

New World 
Systems: PC 

Complete overhaul of classic game. Supports all 
forms of modem play. 

Omega 

Origin 

Systems: PC, Amiga, Atari ST, Macintosh, C64/ 
128, Apple HE, C, Plus. Turn based design-your- 
own-tank game. Ideal for those looking for some¬ 
thing to do for the next decade. 

Armor Alley 

Three Sixty Pacific/EA 
Systems: PC, Mac 

Mac version supports Appletalk. Fast paced ar¬ 
cade/strategy game. 

Reviewed issue 13. 

Battle Chess 

Interplay/EA 

Systems: PC, Apple IIGS, Amiga, Atari ST, Macin¬ 
tosh (B&W only), Mac CD-Rom, PC CD-Rom 
Animated chess. 

Battle Chess II 

Interplay 

Systems: PC, Amiga 
Animated Chinese chess. 

Reviewed issue 3 

Checkmate 

Interplay 

Systems: PC, Mac 
Compatible with Battle Chess. 

Non animated chess. 


Lexicross 
Interplay 
Systems: PC 

Null modem and full modem link supported. 
Seriously underrated word game in a quiz show 
format. 

Reviewed issue 8. 

Armour-Geddon 

Psygnosis 

Systems: Amiga, Atari ST, PC 
Null modem connections only. Real time futuris¬ 
tic strategy/flight sim. 

Reviewed issue 10. 

Populous 

Electronic Arts 

Systems: Amiga, PC, Atari ST 

All platforms cross-system capable. Overrated 

real-time game. 

Populous II 

Systems: ST and Amiga 

See Populous passim. Reviewed issue 16. 

Powermonger 

Electronic Arts 

Systems: ST, Amiga, PC 

Real time conquest now sporting a World War 1 

expansion disk. 

Reviewed issue 5. 

Command HQ 

Microprose 
Systems: PC 

Real time global wargame. Highly recommended 
for modem play. Reviewed issue 5. 

Global Conquest 

Microprose 
Systems: PC 

Fun conquest game that supports up to four 
players on modems, assuming the right hardware 
is in place. Reviewed issue 18 

Eastern Front 

Columbia games 

One of the few modem only games (could this 
start a trend?) based on the boardgame of the 
same name. 

Panzerkrieg for Windows 

Blue Chip 

Systems: PC’s running Windows 3.1 or higher 
Modem only. Full review issue 24 

The Perfect General 

QQP/Ubisoft 
Systems: PC, Amiga 

Cross-compatible over null and full modem link. 
Excellent turn-based wargame. See accompany¬ 
ing feature for suitable scenarios 
Reviewed issue 13 

Fireteam 2200 

RAW/Storm 
Systems: PC, Amiga 

Null and full modem support, cross-compatible 
real-time futuristic wargame. Now comes with a 


scenario editor. 

Robosport 

Maxis 

Strange, but likeable game from Maxis which 
was the subject of a recent tournament via their 
BBS. One of the few modem games to use the 
entirely sensible system of simultaneous turns. 
Other software houses take note. 

Reviewed issue 


New! 

Siege: Dogs of W ar 
Mindcraft 
Systems: PC' 

This new expansion disk as well as adding mo¬ 
dem play, also includes the following: 

■ 6 new castles 

■ 16 new troop types 

■ 24 new scenarios 

Supports up to %(X) baud, if the modems are of 
different speeds then the lower rate will take 
effect. 

Computer randomly selects player toch(X)se 
scenario while the opponent may decide on 
whether to be the attacker or defender. Null 
modem play also supported 


Sports 

Stunt Driver 

Spectrum Holobyte 
Systems: PC 

Supports full and null modem connections. 
Vette! 

Spectrum Holobyte 
Systems: PC, Mac 

Cross-system capability. Driving game. 

NFL Pro League Football 

Interplay 
Systems: PC 

Gridiron game that supports stats downloading 
from a BBS. 

Reviewed issue 14. 

Lotus Turbo Challenge 

Gremlin Graphics 
Systems: Amiga, ST 

Supports null modem link only, but can handle 
four players via use of a split screen. 

David Leadbetter’s Greens 

Microprose 
Systems: PC, Amiga 

Amiga version reviewed issue 15. Modem option 
only on PC version. The only golf game to sup¬ 
port this form of play 

Tom Landry Strategy Football 

Merit Software 

Systems: PC, Amiga 

Strategy based game ideal for beginners 

Reviewed issue 26 

Play by Mail 
Links 386 Pro 
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IBM ROLE PLAYING 


Battletech 2 $31 

Black Crypt $32 

Bloodwych $15 

Buck Rogers Countdown $12 

Captain Blood $9 

Captive $30 

Celtic Legends $32 

Challenge of 5 Realms $44 

Champions $37 

Champions of Krynn $21 

Cobra Mission $49 

Conan $16 

Corporation $19 

Curse of the Azure Bonds $15 

Cyber Empire $32 

Cyber Space $38 

Cybergenic Ranger $9 

Dark Queen of Krynn $32 

Dark Sun $37 

Darklands $39 

Darklands Master Ed / book $51 
Darkspyre $32 

Daughter of Serpents $32 

Death Knights of Krynn $21 

Dragon Strike $15 

Dragon Wars $12 

Dragons of Flame $9 

Drakkhen $37 

Dungeon Master $34 

Dusk of the Gods $24 

Elvira 2 Jaws Cerberus VGA $27 
Elvira Mistress Dark $29 

Escape From Hell $17 

Eye of the Beholder 1 $19 

Eye of the Beholder 2 $38 

Eye of the Beholder 3 $39 

Eye of the Horus $28 

Fire King $19 

Flames of Freedom MWII $28 

Fountain of Dreams $15 

Four Crystals of Trazere $26 

Gateway Savage Frontier $32 

Gods $26 

Hard Nova $17 

Heaven and Earth $32 

Hero’s Quest $21 

Heroes of the Lance $12 

Heros Quest 1 VGA $32 

Heros Quest 2 $21 

Heros Quest 3 $36 

Hillsfar $15 

Immortal $17 

Joan of Arc $12 

Keys to Marimon $12 

King’s Bounty $15 

Legacy of the Necromancer $17 
Legend $31 

Legend of Valor $39 

Lord of the Rings VI $32 

Lord of the Rings V2 $37 

Loremaster $39 

Lure of the Temptress $37 

M $45 

Magic Candle 1 $12 

Magic Candle 2 $21 

Magic Candle 3 $38 

Martian Dreams $37 

Matrix Cubed $32 

Mechwarrior $19 

MegaTraveller:Zhodani $12 

MegaTraveller 2 $19 

MegaTraveller 3 $39 

Midwinter $12 

Might & Magic 1 $12 

Might & Magic 2 $12 

Might & Magic 3 $34 

Might & Magic 4 Clouds Xeen$34 
Might & Magic 5 D Side Xeen $42 
Mines of Titan $12 

Mission Impossible $19 

Murder $29 



'GEMINI JOYSTICK'features afull size handle, 6 large tactile 
buttons, dual axis trim adjustors for precision control, turbo fire, 
4 stabilizing suction cups, & testing disk. Fully compatible with 
high speed PC's (PC, XT, AT, 386,486, & compatibles). $ 1 9 



'CARRIERSAT 
WAR' bringsto life 
six crucial carrier 
battles of WWII; 
Pearl Harbor, 
Coral Sea, Mid¬ 
way, Eastern 
Shores, Santa 
Cruz, and Great 
Marianas Turkey 
Shoot. Seek out 
and destroy en¬ 
emy carriers, 
fleets, air forces. 
Features hun¬ 
dreds of individu¬ 
ally modeled ships 
and aircraft from 
that period. $37 



'THECARRIERS 
AT WAR CON¬ 
STRUCTION KIT' 

provides an infi¬ 
nitely flexible tool 
for creating a par¬ 
ticular battle or an 
original scenario. 
Build ships and 
planes, organize 
squadrons, draft 
maps, position air 
bases and adjust 
the artificial intelli¬ 
gence used by the 
computer. 3 new 
scenarios included; 
Wake Island, 
Guadalcanal, & 
Tarawa. $37 


Visa &MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
subjecttochange. All Sales Final. *SEE LAST PAGE FOR DETAILS 


IBM ROLE PLAYING 


Paladin:ScrollsTalmouth Dsk$16 


Pirates $9 

Pirates Gold _ $39 

Planet’s Edge $34 

Pool of Radiance $15 

Pools of Darkness $38 

Prophecy 1 $12 

Protostar $45 

Questron 2 $12 

Ragnarok $38 

Rings of Medusa $24 

Savage Empire $34 

Sea Rogue $29 

Secret Silver Blades $15 

Sentinel Worlds 1 $9 

Shadow Sorcerer $12 

Shadowlands $29 

Shadows of Mordor $28 

Sleeping Gods Lie $28 

Sorcerian $15 

Space 1889 $12 

Space Hulk $38 

Space Inc $34 

Space Rogue $30 

Spacewrecked $19 

Spellcraft: Aspect of Valor $38 
SpellJammr Pirates Rim Spc $38 
Spellbound $39 

Spirit of Excalibur $16 

Star Saga 2 $19 

Starflight 1 $17 

Starflight 2 $17 

Summoning $38 

Sword of the Samurai $12 

Tales Magic:Prophecy Shad $32 
Tangled Tales $21 

Terran Envoy $12 

Third Courier $6 

Times of Lore $28 

Treasures Savage Frontier $32 
Trilogy $15 

Tunnels & Trolls $9 

Twilight 2000 VGA $34 

Twilight 2001 $39 

Ultima 4 $35 

Ultima 5 $35 

Ultima 6 False Prophet $21 

Ultima 7 Black Gate $52 

Ultima 7 Forge of Virtue $21 

Ultima 7.5 Serpent Isle $52 

Ultima Trilogy $39 

Ultima Trilogy 2 $52 

Ultima Uworld Stygian Abyss $52 
Ultima Uworld 2 Labyrinth $52 

Uncharted Waters $42 

Unlimited Adventures $32 

Veil of Darkness $42 

Vengeance of Excalibur $16 

War of the Lance $9 

Waxworks $34 

Wizardry 4 $19 

Wizardry 5 $26 

Wizardry 7 Crusaders $39 

Wizardry Cosmic Forge $34 

Wizardry Trilogy $32 


CHARACTER EDITORS 


Bard’s Tale 1 $16 

Bard’s Tale 2 $16 

Bard’s Tale 3 $16 

Champions Krynn $16 

Curse Azure Bonds $16 

Dark Heart Uukrul $16 

Dark Queen Krynn $16 

Death Knights Krynn $16 

Dragon Wars $16 

Drakkhen $16 

Escape From Hell $16 

Eye of the Beholder $16 


CHARACTER EDITORS 


Eye of the Beholder 2 $16 

Fountain of Dreams $16 

Hard Nova $16 

Keef the Thief $16 

Keys to Maramon $16 

Knights of Legend $16 

Lord of the Rings VI $16 

Lord of the Rings V2 $16 

Magic Candle 1 $16 

Magic Candle 2 $16 

Martian Dreams $16 

MegaTraveller:Zhodani $16 

MegaTraveller 2 $16 

Might& Magic 1 $16 

Might & Magic 2 $16 

Mights Magic3 $16 

Mights Magic4 $16 

Might and Magic 1 $16 

Might and Magic 2 $16 

Planet’s Edge $15 

Pool of Radiance $16 

Savage Empire $16 

Secret of Silver Blades $16 

Sentinel Worlds $16 

Space 1889 $16 

Space Rogue $16 

Tales Magic Prophcy Shadw $16 
Treasure Savage Frontier $15 

Tunnels S Trolls $16 

Ultima 4 $16 

Ultima 5 $16 

Ultima 6 $16 

Ultima 7 $16 

Ultima Uworld Stygian Abyss $15 
Wasteland $16 

Wizardry (1-3) $16 

Wizardry 4 $16 

Wizardry 5 $16 

Wizardry Cosmic Forge $16 

Wizadry 7 Crusaders $16 


IBM ARCADE 


Airborne Ranger $9 

Aliens Ate My Babysitter $32 
Amazing Spiderman $9 

Arachnaphobia $28 

Armor Alley $15 

Artura $4 

Atomino $29 

Back to the Future 2 $27 

Back to the Future 3 $15 

Bar Games $20 

Bargon Attack VGA $24 

Bart Simpson’s House Weird $31 
Batman Caped Crusader $28 
Batman the Movie $24 

Battle Storm $32 

Bill & Ted’s Excellent Adv $19 
Blockbuster $5 

Blockout $28 

Brain Blaster $28 

Budokan $17 

Cadaver $27 

Cogito Windows $38 

Colorado $6 

Combat Classics $29 

Continuum $29 

Cool Croc Twins $24 

Crackdown $17 

Crazy Cars $25 

D-Generation $32 

Dark Century $27 

Day of the Viper $19 

Dick Tracy $27 

Dig Dug $9 

Double Dragon 2 $15 

Double Dragon 3 $12 

Dr Doom’s Revenge $9 

Dragon’s Lair $21 


























Modem Play 


i 


Access 
Systems: PC 

Play a round, save, and then send via modem. 
Opponent load files and ‘competes’ against re¬ 
mote player. 

Second Front/ Western Front/ Carrier Strike/ 
Pacific War 

SSI 

Systems: PC and Amiga (first game only) 

Save at the end of a turn and send to opponent 
manually 

Conquered Kingdoms 

QQP 

Systems: PC 

E Mail upgrade should be available now 

Battles of Destiny 
QQP 

Systems: PC 

Huge global conquest game well suited to this 
form of play 

Empire De Luxe 

New World 
Systems: PC 

Can also be played by direct modem link 


Down the Line 

V for Victory: Market Garden (tentative) 
April ‘93 
Three Sixty 
Systems: PC, Mac 

See preview this issue. DOS modem link still 
tentative, but the Mac version will definitely 
support Appletalk. 


Buzz Aldrin’s Race into Space 

June ‘93 
Interplay 
Systems 
PC 

Modem play will not be in the basic game but will 
probably be released as an add-on module 



Buzz Aldrin: coming soon 


When Two Worlds War 

Feb ‘93 

Impressions 

Systems: PC, Amiga 

Real time space strategy game 


. 


THE GRID 
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World Circuit 

Microprose 
March ‘93 
Systems: PC, Amiga 

The best FI sim on the market should get even 
better when the modem option is added 

The Perfect General II 

Late ‘93 
QQP 

Systems: PC 

Currently being put together by a new team. 
Addtional unit types such as aircraft are promised 

The Lost Admiral II 

Late ‘93 
QQP 

Systems: PC 

The modem option will be a new addtion. Better 
graphics are promised, too 


Opponents Wanted 

Miami, FL 

Looking for opponents for Falcon 3.0, 
Robosport, Command HQ, The Perfect Gen¬ 
eral, Global Conquest 

Call Eric: 904 725 7640 

Illinois 

Looking for opponents for Command HQ, Glo¬ 
bal Conquest, and The Perfect General 

Call Joel: 708 782 6267 


Call Leonard: 206-252 4838. 

Burlington, VT 

Looking for opponents for The Perfect General 
Call: 802 863 2949 

Everett, WA 

Looking for opponents for Command HQ, The 
Perfect General, and Battles of Destiny 

On the Boards 

Maxis 

510 254 3869 (CA) 

Supports: 300-14400, 8N1 
Contents: updates, hints, saved cities and crea¬ 
tures for Sim City and Sim Life respectively. 
Shareware utilities and opponents wanted direc¬ 
tory for Maxis games. Each game has its own 
forum. New: demo of Sim Life 

Microprose 

410 785 1841 (MD) 

Supports: 300-14400, 8N1 

Contents: tech support, press releases. New: demos 

for World Circuit, Task Force: 1942 

Mindscape 

310 320 5196 (CA) 

Supports: 2400, 8N1 

Contents: tech support, hints, patches. New: sce¬ 
narios of Rules of Engagement, Breach 2, 
opponents wanted directory for Siege 


Boston MA 

Looking for opponents for The Perfect General 
Call Jason: 617 344 4254 

Detroit MI 

Looking for opponents for Command HQ and 
The Perfect General 
Call Paul: 313 939 9740 

New York, NY 

Looking for opponents for The Perfect General 
Call Marc: 718 465 3292 


Sierra/Dynamix 

209 683 4463 (CA) 

Supports: 300-14400 

Contents: press releases, hints, patches, product 
ordering. New: demo of Kings Quest VII, new 
plays for Dynamix Front Page Sports Football 

Virgin 

714 562 5030 (CA) 

Supports: 2400, 8N1 

Contents: tech support, product ordering, hints. 
New: demo of KGB and Kyrandia 
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CHIPS & BITSine. 

FREE GAME WITH YOUR $75 ORDER* 

Shipping to US.PR,AK.HI,APO& FPOS4 per order. Air Mail to Canada S6 per order. Handling $1 per shipment. 

2 Business Day Air USS6per order; PR.HIS121st item + S2ea. add’l; A K SI 91st item + S2ea. add’l. Handling SI per shipment. 

Europe. S. America Air Mail SI 9 1 st item + S6ea. add I. Asia, Australia, Africa. Air Mail S25 1 st item + S6ea. add’l. Handling SI per shipment. 


PO Box 234 
Rochester, VT 05767 
Fax 802-767-3382 
Inti 802-767-3033 
Call 800-753-4263 


IBM ARCADE 


Dragon’s Lair 2 Time Warp $34 


Dragon’s Lair 3 $34 

Dragon’s L Esc Singe’s Castl $34 
Dragons Breath $27 

E-Motion $15 

Eagle’s Rider $29 

Fast Track $25 

Finale $9 

Fire & Forget $19 

Flintstones $19 

Freakin Funk Fuzzballs $19 

Galactic Conqueror $31 

Galactic Empire $27 

Galaxian $6 

Gauntlet $9 

Gauntlet 2 $9 

Ghost & Goblins $21 

Gobliiins VGA $24 

Gold of the Aztecs $29 

Grave Yardage $12 

Gremlins 2 $9 

Guy Spy $29 

Hacker 2 $12 

Hard Drivin’ 2 $38 

Hare Raising Havoc $32 

Harmony $19 

Heavy Metal $35 

Highway Patrol 2 $27 

Home Alone $27 

Hyperspeed $34 

Indy Jones Act Game $17 

Infestation $31 

Jetsons $15 

Killing Cloud $19 

King Graham Board Games $9 
Knight Force $29 

Laffer Utilities $21 

Larry’s Casino $9 

Laser Squad $32 

Laura Bow Parlor Games $9 

Loopz $24 

Monty Python $15 

Ms PacMan $6 

Mystical $27 

Never Ending Story 2 $9 

Never Mind $25 

Night Breed $15 

NinjaGaiden2 $12 

Ninja Rabbits $10 

Nova 9 VGA $21 

Obliterator $6 

Off Shore Warrior $25 

Oil’s Well $12 

Out Run $28 

Pac Man $9 

Paper Boy 2 $27 

Pick’n Pile $27 

Pipe Dream $19 

Pit Fighter $22 

Power Drome $12 

Power Hits: Battletech $32 

Power Hits: Sci Fi $32 

Predator 2 $15 

Prehistorik $29 

Psychic War $24 

Punisher $9 

Quix $25 

Rampage $28 

Robocop $28 

Roger Wilco Space Games $9 
Rollerbabes $25 

Rotox $20 

S.C. Out $38 

Savage $19 

Sierra Arcade Bundle 1 $24 

Silpheed $21 

Simpsons Arcade Game $31 
Sliders $27 

Space Ace $34 

Space Ace 2 $34 

Space Wars $37 






GREATBATTLES 
OF THE 20TH 
CENTURY'brings 
20 new scenarios 

for the Perfect 
General game. In¬ 
cludes 1967 & 
1973 Suez con¬ 
flicts, Kursk, The 
Moscow Push, 
Stalingrad, Malta, 
Long Binh Inferno, 
Crete, Falklands, 
Inchon, Operation 
Sea Lion, Pusan 
Per, Saigon, Bataan, 
Fulda, Dnepr Br., 
Guderian Forward, 
&more. $23 



DREADNOUGHTS 

accurately models 
the looks, specifi¬ 
cations and tactics 
of fighting fleets 
during the great 
age of the battle¬ 
ship. Includes 7 
scenarios such as; 
Coronel (1914), 
Falklands (1914), 
Jutland (1916) 
and Dogger Bank 
(1915). Features 
a menu interface 
for entering com¬ 
mands, external 
3D view, & hidden 
movement. $42 


Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
subject to change. All Sales Final. *SEE LAST PAGE FOR DETAILS 
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IBM ARCADE 


Speedball 2 $25 

Star Blade $24 

Stellar 7 $21 

Stormlord $6 

Street Fighting Man $15 

Street Football $15 

Super Off Road $12 

Super Off Road $15 

Super PacMan $9 

Super Space Invaders $25 

Superman $28 

Swamp Gas Windows $38 

Take-A-Break Crosswrd WIN$29 
Take-A-Break Pinball WIN $29 
Take-A-Break Pool WIN $29 

Taking of Beverly Hills $24 

Teenage MNT Manh Missn $31 
Teenage MNT Arcade $24 

Tengen’s Arcade Hits $25 

Terminator $34 

Terrorpods $24 

Tetris Classic WIN $27 

The Light Corridor . $29 

The Tinies $29 

Thexder1 $15 

Thexder2 $15 

Treasure Trap $10 

Tristan Pinball $34 

T roika $6 

Turbo Outrun $17 

Vaxine $24 

Viking Child $24 

Volfied $24 

Wild Streets $31 

Wild Wheels $32 

Wrath of the Demon $29 

X-Men $9 

X-Men 2 $25 

Xenocide $6 

Zoom $22 


IBM TRADITIONAL 


3D Pinball $10 

3 in 1 Players’s Pack $12 

Acquire $12 

Amarillo Slim’s Poker $12 

Amarillo Slims 7 Card Stud $10 
Armada Villa Crespo CB $10 

Backgammon WIN $9 

Baseball Facts $10 

Battle Chess VGA $19 

Battle Chess WIN $29 

Battle Chess 4000 VGA $32 

Battle Chess 4000 SVGA $36 

Blackjack $12 

Blackjack WIN $12 

Bridge 7 $32 

Bridgemaster $29 

Caesars Palace $15 

Caesars Palace WIN $15 

Casino Craps $10 

Casino Game Pak WIN $32 

Casinos of the World $29 

Ceasars Palace $15 

Centerfold Squares $21 

Checkmate $36 

Checkmate WIN $36 

Chess Net WIN $12 

Chess X Colossus $9 

Chessmaster 2000 $27 

Chessmaster 3000 $29 

Chessmaster 3000 WIN $38 
Classic 5 $32 

Classic 5 WIN $32 

Clue $12 

Clue Master Detective $15 

Combination Lock $10 

Cribage Gin King $19 

Crossword Magic $29 


IBM TRADITIONAL 


Dealer’s Choice $29 

Demon Blue $10 

Dr Thorp’s Blackjack $32 

Dr Thorp’s mini Blackjack $10 

Dr Wong Jacks & Video Pokr $10 
Dr. Floyd Desktop Toys $26 

Edward O’Thorpe Black Jack $9 
Electric Crayon $12 

Electric Jigsaw $12 

Faces Tetris 3 $15 

Family Crossword Puzzles $28 

Femme Fatale $26 

Femme Fatale Data Disk 1 $18 

Femme Fatale Data Disk 2 $18 

Femme Fatale Data Disk 3 $18 

Floor 13 $15 

GO Master Ver 5 WIN $39 

Gambit (chess) $38 

Game-Maker $68 

Games People Play $21 

Go Master Ver 5 $39 

Go Master Dlx Ver 5 $99 

Go Master Dlx Ver 5 WIN $109 
Go Master Junior Ver 5 $19 

Go Master Junior Ver 5 WIN $19 

Go Master Tool Kit $39 

Go Master Tool Kit WIN 53 $79 

Grand Slam Bridge $17 

Grand Slam Bridge 2 $32 

Grandmaster Chess $37 

Hollywood Squares $15 

Home Alone 2 $26 

Home Casino Spectacular $15 

Hong Kong Mah Jong Pro $32 

House of Cards $12 

Hoyle’s Book Games VI $21 

Hoyle’s Book Games V2 $19 

Hoyle’s Book Games V3 $29 

Hoyle’s Book Games V4 $29 

Ishido $17 

Jeopardy $9 

Jeopardy 2 $9 

Jeopardy 25th Aniversary $15 

Jeopardy Sports Edition $9 

Jeopardy, Super Talking $21 

Jigsaw Pinups $24 

Joseki Genius $39 

Laffer Utilities WIN $21 

Lexicross $24 

Living Jigsaws $9 

Lotto Gold $29 

Lotto leverage $10 

Manhole $32 

Mental Blocks $15 

Monopoly Deluxe $29 

Monopoly Deluxe WIN $29 

Oligopoly $34 

Omar Sharif on Bridge $37 

Omar Sharif on Bridge WIN $32 

On Target $10 

Peanuts $31 

Penthouse Jigsaw XXX $24 

Pictionary $19 

Planet of Lust $12 

Pool Shark $15 

Price is Right $15 

Prime Time Hits $25 

Prime Time Hits 2 $24 

Punisher $9 

Puzzle Gallery 1 $19 

Puzznic • $25 

Rack’em $12 

Risk $21 

Risk WIN $26 

Rodeo Games $10 

Sargon 5 $34 

Scrabble $24 

Scrabble Deluxe $26 

Scrabble Deluxe WIN $26 

Scruples $28 

Sesame Street $12 

ADD CDI C C 













Simulations 


FI 5 Strike Eagle III Help 


Microprose’s Quentin Chaney on how to get by and high In FI 5 


Thrustmaster 

There is a known problem with using the coolie hat to 
switch views with an early Thrustmaster joystick that is 
plugged into a Sound Blaster joystick port. This is specifically 
mentioned in the Technical Supplement. It is a hardware 
problem with the joystick and not a problem with the software. 

Joystick calibration 

The joystick is auto-calibrated in F15 III. However, the 
calibration routine cannot effectively determine the entire 
dynamic range of each individual’s joystick, so it uses a 
conservative estimate. To properly get the entire range, the 
user must ‘stir’ the stick to all four corners when the home 
screen first comes up. This must also be done each time Alt-J 
is used, either in the wrapper screens or in the game. 

Likewise for picking the Recalibrate option from the menu 
bar in the game. 

Mouse drift 

When mouse drift is encountered, this is usually the 
result of the mouse pointer being pushed around by a drifting 
joystick. To correct this, ‘stir’ the stick to get the entire 
dynamic range established. If that doesn’t fix it, have them 
type Alt-J to re-center the stick and then stir it. 

Lock-ups 

For in-game lockups, check the setup using the DOS 
‘mem’ command. Minimum memory limits are described in 
the technical supplement, and are also checked by the install 
program and the F15 program itself. We think that players 
may be attempting to run the game with not enough conven¬ 
tional memory or EMS. 

If the game locks up on the home screen and tries to 
move the cursor with the mouse or joystick, try the following: 
when the opening animation is running, continually push the 
mouse or joystick so as to move the cursor to the top of the 
screen. Basically the cursor should be at the top of the screen 



when the home screen finally comes up. 

If the game locks up in the Install process where it asks 
about Modem configuration, a fix has now been established. 
The Install program was assuming that an EMS manager was 
present (EMM386) and crashed if there was not one active. 
There is a new version of the Install program available that 
handles this condition. A simple work-around is for the user 
to set the Config.sys up to include the EMS manager before 
running the old Install program. The new Install is available 
as Filename F15INS.ZIP and can be obtained from 
Microprose as well as various bulletin boards. 

4 

Speech 

Anytime someone gets speech during the opening but not 
the game, it means there was insufficient memory to load the 
speech driver or the speech data. This should have been 
flagged when the user ran the Install program. The driver is 
loaded into conventional memory and the data is loaded into 
EMS. Try to run the DOS command ‘mem’ and check the free 
EMS and conventional memory. This process and the program 
memory requirements are described in the Technical 
Supplement. 

Gateway Computers 

Gateway users receiving the ‘Write Error’ messages 
should, according to Gateway, ‘disable the HD1 Block Mode 
on the system’s Phoenix Bios setup screen’. 

Boot disk files 

Here is an example of the startup files which are created 
by the Bootdisk program which comes with F-15 III. 

AUTOEXEC.BAT: 

@ECHO OFF 
PROMPT $P$G 
PATH= 

LOADHIGH MOUSE.COM 
C: 

CD \MPS\F15 
F15 

CONFIG.SYS: 

DOS=HIGH,UMB 
DEVICE=HIMEM.S YS 

DEVICE=EMM386.EXE ram x=B000-C400 frame=eOOO 
5136 

FILES=20 
BUFFERS=20 

REM * Next line is for a ProAudio Spectrum Card * 
devicehigh=C:\PROAUDIO\MVSOUND.SYS D:3 Q:5 J:0 
SHELL=C:\DOS\COMMAND.COM C:\DOS\ /P 
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CHIPS &BITSmc. 

FREEGAME WITH YOUR $75 ORDER* 

ShippingtoUS,PR,AK,HI,APO&FPOS4 perorder. Air Mail to Canada S6 per order. HandlingSI per shipment. 

2 Business Day Air USS6 perorder; PR,HIS121st item + S2ea. add’l; AK SI 9 1 st item + S2 ea. add I. Handling SI per shipment. 

Europe, S. America Air Mail SI 9 1st item + S6ea. add I. Asia, Australia, Africa, Air Mail S251 st item + S6ea. add’l. HandlingSI per shipment. 


PO Box 234 
Rochester, VT 05767 
Fax 802-767-3382 
Int’l 802-767-3033 
Call 800-753-4263 


IBM TRADITIONAL 


Shanghaii2 $29 

Sharkey’s 3D Pool $12 

Shogi Master $34 

Sierra Family Fun Pak $33 

Solitaire Royale $19 

Solitaire WIN $32 

Solitaires Journey $34 

Sorry $12 

Space Vegetables $10 

Spot $12 

Stratego $31 

Strip Poker 3 $31 

Strip Poker 3 Data Disk 1 $19 

Strip Poker 3 Data Disk 2 $19 

Strip Poker 3 Data Disk 3 $19 

Strip Poker 3 Data Disk 4 $19 

Strip Poker 3 Data Disk 5 $19 

Strip Poker 3 Data Disk 6 $19 

Super Jeopardy $27 

Super Tetris $29 

Swap $29 

Tactical Wizard $39 

Terminator Chess $34 

Tetris $15 

Tetris Classic $27 

Trump Castle 1 $25 

Trump Castle 2 $19 

Trump Castle 2 Data Disk 1 $6 

Trump Castle 2 Data Disk 2 $6 

Trump Castle 3 $34 

Turn-n-Burn $10 

Vegas Entrtnmnt Pak WIN $20 

Vegas Games Pak WIN $19 

Video Poker AlaCarte $34 

Video Poker Villa Crespo $19 

Video Poker WIN $12 

Video Poker by Masque $12 

Virtual Reality Studio 2 $64 

Wayne’s World $26 

Welltris $15 

Wheel of Fortune $6 

Wheel of Fortune 2 $9 

Wheel of Fortune 3 $9 

Wheel of Fortune Gold $15 

Word Tris $27 

World Champion Backgamn $24 

World Champion Cribbage $24 


IBM SIMULATION 


688 Attack Sub $19 

ATP Flight Simulator $29 

A.T.A.C ~ $34 

A10 Tank Killer 1.5 Enh $34 

AH-64 Helicopter $46 

Aces of the Pacific $42 

Aces Pacific Mission Disk 1 $27 

Aces Over Europe $46 

Aces Europe Mission Disk 1 $27 

Aces Europe Mission Disk 2 $27 

Air Warrior SVGA $35 

Aircraft Scenery Design $35 

Airport Facilities Directory $12 

Allied Forces $12 

Armour Geddon $29 

Armoured Fist $38 

Assignment Miami $37 

B17 Flying Fortress $39 

Battle Command $19 

Birds of Prey $32 

Blue Angels $15 

Blue Max Aces Great War $9 

Car and Driver $38 

Cardinal of the Kremlin $16 

Carrier Command $12 

Combat Classics $29 

Conqueror Multi Tank $16 

Crash Course $6 

Das Boot Submarine $12 

Design Your Own Railroad $29 



'LEGACYREALM 

OFTERROR'isa 

3D animated hor¬ 
ror adventure 
game. You must 
find & destroy the 
entity which has 
taken control of 
your house. Fea¬ 
tures auto-map¬ 
ping, ten levels 
with up to 40 rooms 
per level, detailed 
yet easy to use 
magic and combat 
systems, point- 
and-click inter¬ 
face, and amazing 
audio effects. $41 



ln'POPULOUS2' 

you're locked in 
cataclysmic com¬ 
bat with the titanic 
forces of the Olym¬ 
pian Pantheon. 
Set the oceans to 
boil, rip the skies 
withlightning, & hurl 
downpours of fire 
to crush Poseidon, 
Appollo, or Zeus 
himself. Features 
35 animated new 
powers, 1000 dif¬ 
ferent worlds, a 
deity creation sys¬ 
tem, and modem 
support. $38 


OLYMPIAN COD5 


ELECTRONIC AH' 


'POWERED 

PARTNERS622' 

by Acoustic Re¬ 
search do the job 
of both a speaker 
and amp. Plug 
them into any 
sound source with 
line level or head¬ 
phone output: 
computers, TV's, 
or keyboards. 
Features mag¬ 
netic shielding, a 
30 Watt sub¬ 
woofer, frequency 
range of 50Hz- 
20kHz, & volume 
control. $239 


Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
subject to change. All Sales Final. *SEE LAST PAGE FOR DETAILS 
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Dynamics Bundle 1 $34 

Elite Plus $19 

Eye of the Storm Fit Sim $29 

F117A Stealth Fighter VGA $42 
FI 4 Tomcat $19 

FI 5 Strike Eagle 2 $19 

FI 5 Strike Eagle 2 Seen $17 

FI 5 Strike Eagle 3 $44 

FI 5 Strike Eagle 3 Aces Pak $49 
FI 9 Stealth Fighter $24 

F22 Advanced Tactical Fghtr $39 
F29 Retaliator $32 

F40 Pursuit Simulator $31 

Falcon 3 Scenl Fighting Tgr $24 
Falcon 3.0 $48 

Falcon AT $19 

Fire & Forget 2 $30 

Flight Planner $24 

Flight Simulator 4.0 $42 

Flight of the Intruder $15 

Fly the Grand Canyon $45 
Grand Canyon Scenery $16 
Great Naval Battles $45 

Great Naval Battles Exp Pak $21 
Great Naval Batt Seen Buildr $28 
Gun Boat $33 

Gunship $12 

Gunship 2000 VGA $39 

Gunship 2000 Scenario Disk $24 
Harrier Assault $38 

Harrier Combat Simulator $6 
Hawaiian Odyssey $22 

Heatwave $25 

Heroes of the 357th $32 

HoverForce $31 

Hunt for Red October $19 

Infiltrator 2 $28 

Instrument Pilot Scenry East $59 
Instrument Pilot Scenry West $59 
Japan Scenery Disk $22 

Jet Fighter 2.0 $39 

Jet Fighter 2 Mission Disk $19 
Jump Jet $39 

Knights of the Sky $29 

LHX Attack Chopper $17 

Land Sea Air Trilogy $12 

Land Sea Air Trilogy 2 $39 

Life and Death $19 

Life and Death 2 $24 

Lightspeed $9 

Mantis Experimental Ftr VGA $39 
Mantis Exp Speech Pak $19 
Maximum OverKill $46 

Max Overkill Missn Disk 1 $28 

Max Overkill Missn Disk 2 $28 

MegaFortress $12 

Megafortress Mega-Pak $38 
Megafortress Miss Disk $26 
Megafortress Miss Disk 2 $26 

Miami Enforcer $39 

Mig 29 Fulcrum $32 

New Facilities Locator $18 

Orbits $37 

Power Politics WIN $34 

Pacific Islands 2 $30 

Power Boat Simulator $39 

Privateer $52 

Rapcon $29 

Reach for the Skies $31 

Red Baron VGA $36 

Red Baron Mission Builder $24 
Red Storm Rising $14 

Road & Track Grand Prix U $37 
Sailing Simulator VGA $42 
Sailing Sim East Coast Voyg $39 
Sailing Sim West Coast Voyg $39 
Sailing Instrctr Pack VGA $239 
Scenery Collection Set A $37 

Scenery Collection Set B $37 

Scenery Colltn California $37 

Scenery Colltn Great Britain $37 


Scenery Enhancement Editor$21 


Scenery: Hawaii $16 

Scenery: Tahiti $16 

Seal Team $42 

Search for the Titanic $27 

Secret Weap Luftwaffe $44 

Scrt Weapons Exp 2 P80 $21 

Scrt Weapons Exp 3 Hel62 $21 

Scrt Weapons Exp D0335 $21 

Shuttle $26 

Silent Service 2 $34 

Sky Chase $25 

Snd.Grphcs & Arcrft Upgrad $27 

Stormovik $15 

Strike Aces $19 

Strike Commander $45 

Strike Commandr Speech Pk $18 
Stunt Driver $15 

Stunt Island $36 

Stunts $15 

Syndicate $48 

Tank $34 

Task Force 1942 $39 

Team Yankee $32 

Team Yankee 2 $29 

Test Drive 1 $17 

Test Drive 2 $30 

Test Drive 2 Muscle Cars $10 
Test Drive 2: The Collection $29 
T est Drive 2:CA Challenge $15 
Test Drive 2:Euro Challenge $15 
Test Drive 2:Supercars $15 
Test Drive 3 $29 

Test Drive 3:Road & Car $17 
Their FH/Battlehawks Bundle $44 
Thunderhawk $21 

Thunderstrike $27 

Top Gun Danger Zone $31 

T racon $34 

TraconWIN $34 

Tracon 2 $29 

Tracon2WIN $34 

Ultrabots Sanction Earth $37 

Vette $15 

Voice Commander $18 

Voice Commander FI 53 $18 

Wing Commander $39 

Wing Commander 1 Deluxe $52 

W C Secret Mission $21 

W C Secret Mission 2 $21 

Wing Commander 2 $52 

W C 2 Speech Pack $15 

W C 2 Operation 1 $24 

W C 2 Operation 2 $24 

Wolfpack $15 

X-Wing $46 

Yeager’s Air Combat $38 


IBM EDUCATIONAL 


Auto Map $64 

AutoWorks $49 

BodyWorks $49 

Boom Box $29 

Castle of Dr Brain VGA $29 
Chemistry Works $45 

Cuckoo Zoo $32 

Eagle Eye Mysteries $32 

EcoQuest ’ $32 

EcoQuest 2 • $34 

Fatty Bear Birthday Surprise $32 
Incredible Machine VGA $29 
Island Of Dr Brain VGA $29 

Jones Fast Lane $24 

Mario Teaches Typing $24 

Mavis Beacon Teach Typing $26 
MBeacon Teach Typing WIN $29 
Mixed Up Faery Tale VGA $29 
Mixed-Up Mother Goose $29 
Mozart Magical Music Machn $18 
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Memory problems? No magnetic appeal? 
Or is it that you're just plum incompatible? 
Auntie Judith Weller has all the answers 


Dear Judith, 

I just bought a brand new mouse and 
mouse driver which is supposed to be 
Microsoft compatible. Yet it does not 
work with many of my games. Help! 

Your mouse and mouse driver are 
Microsoft compatible, but for many 
games compatibility is not enough. Very 
often these other mouse drivers will 
contain code to exploit certain design 
feature in that particular mouse. The 
code to implements these features may 
cause problems with some games. If 
your Microsoft compatible mouse is not 
working with some of your favorite 
games, try using the mouse driver that 
came with your copy of either Windows 
or MS-DOS. That should solve your 
problem. 

Dear Judith, 

What are the best values to use for 
the files and buffer statement in 
Config.Sys. The boot disk maker that 
came with my games sets those values at 
20 each, yet my game will not load. 

With today’s new hardware and 
mega games, 20 is certainly the lowest 
acceptable value. But for some configu¬ 
rations that is too low. If you have set 
up your boot diskette according to the 
specifications, and the game still does 
not load, I would try upping those num¬ 
bers. I keep mine set at 35 and have had 
no problems. However, if by the time 
you reach 50 and the game still does not 
load, it is time to call Tech-Support 

Dear Judith, 

The Installation instructions for my 
game say that it requires 585,000 bytes of 

96 


free conventional memory. I have 5 85,199 
bytes of conventional memory free but the 
game locks up right at the beginning. 
What gives? 

No one should ever take those num¬ 
bers as set in concrete. At best these 
numbers represent the lower number 
of bytes that tech support could use and 
still get the game to run. While 
thesenumbers obviously worked for the 
particular machine that they were 
tested on, that does not mean they will 
work on your machine. All hardware is 
not created equal. I use these numbers 
only a minimum guidelines and then 
make sure that I exceed them by any¬ 
where from 5000 to 10000 bytes, if not 
more. This has saved me no end of 
trouble. The way game sizes are today, 
it would be probably safer to aim for 
610,000 bytes of free conventional 
memory - better to err by having too 
much than by having too little. 

Dear Judith, 

I am having a problem getting the 
sound effects of the game to work. The 
introductory music plays just fine. But 
once the game starts, the sound effects 
vanish. The notice on the box specifically 
states that my sound card is supported. 
Why can’t I get the sound effects during 
game play? 

Many of the newer games are load¬ 
ing their sound effects into EMS 
memory. Very often in the installation 
instructions you will see words like this: 
‘to utilize all the features of the game.’ 
The features they are talking about are 
‘sound effects.’ Companies realize that 
games are getting very large and re¬ 


quire extensive resources to run. There¬ 
fore so that the game will still run on 
older configurations some companies 
are loading what they consider to be 
‘optional features’ into EMS, and then 
let the bulk of the game run in under 
600,000 bytes of conventional memory. 
Sound effects are frequently one of the 
items considered ‘optional’ for game 
play. After all you don’t have to hear 
the Monster growl, to see and kill him. 
Also, in order to speed up the games on 
older machines, users are given the 
option of reducing the amount of detail 
that can be seen in the graphics. Not 
only will this make the game play faster 
on older machines, and it will also re¬ 
duce the amount of memory needed to 
run the game. 

Dear Judith, 

I am having difficulty getting my 
new game installed. Every time I insert 
disk 3, I get thrown back to the DOS 
prompt with a message about a bad CRC. 
What the hell is a bad CRC? 

Watch your language, please. CRC 
stands for cyclical redundancy check. 
This is a hardware problem. It very 
often indicates that there may be 
mangled data on the disk. You can try 
to save yourself a trip back to the soft¬ 
ware store by attempting to make a 
copy of the badinstall diskette. Some¬ 
times the disk error is not located in a 
critical data field. First try the DOS 
DISKCOPY command to see if DOS 
will copy it to a brand new diskette. 
Every time you get the ‘abort, fail, 
retry’ message - keep typing retry for a 
half a dozen times or so and see if it can 
be read. If that fails, allocate a new 
directory on your hard drive, and see if 
you can copy the individual files from 
the diskette to the directory. If that is 
successful then copy the files from the 
directory back to a new diskette and 
use that diskette to finish your install. A 
third solution, is to try and make a copy 
of the diskette on a friend’s PC. Often 
the alignment of the heads will be such 
that they will be able to perform the 
copy. If all else fails, it’s back to the 
software store for an exchange. 

Got a problem? Then why not drop 

Agony Aunt Judith Weller a line c/o 

Strategy Plus, 

217 South Union St, 
Burlington VT 05401. 


Strategy Plus 

















CHIPS & BITSinc. 

FREE GAME WITH Y0UR$750RDER* 

Shipping to US,PR,AK,HI,APO & FPO S4 perorder. Air Mail toCanadaS6 per order. HandlingSI per shipment. 

2 Business Day Air US S6 perorder; PR,HIS121st item + S2ea. add’l; AK SI 91st item + S2 ea. add’l. Handling SI per shipment. 

Europe, S. America Air Mail SI 91st item + $6 ea.add'l. Asia, Australia, Africa, Air Mail S251st item + S6 ea.add'l. HandlingSI per shipment. 


PO Box 234 
Rochester, VT05767 
Fax802-767-3382 
Int’l 802-767-3033 
Call 800-753-4263 


IBM EDUCATIONAL 


Never Ending Story 2 $9 

Orbits: Voyage Solar System $39 
Oregon Trail $24 

Print Shop Deluxe $39 

Print Shop Dlx Busins Graph $29 
Putt Putts Fun Pak $22 

Quarky Quaysoo’s Turbo Sci $29 
Rodney’s Funscreen $32 

Scooter’s Magic Castle $32 
Twisty History VGA $29 

Wacky Funster $18 

Where in USA Carmen Dlx $45 
Where World Carmen Dlx $52 
Where in America’s Past $37 
Where in Europe is Carmen $29 
Where in USA is Carmen $29 
Where in USA is Carmen Dlx $49 
Where in World Carmen $32 


IBM HINT BOOKS 


688 Attack Sub $10 

A-Train $16 

Advent Willie Beamish $10 

Altered Destiny $10 

Bard’s Tale 1 $10 

Bard’s Tale 2 $10 

Bard’s Tale 3 $10 

Bargon Attack $10 

Black Cauldron $10 

Blue Force Next of Kin $10 

Buck Rogers Countdown $10 

Castle of Dr Brain $10 

Castlevania Official $10 

Champions of Krynn $10 

Civilization $16 

Codename Iceman $10 

Colonel’s Bequest $10 

Conquests Robin Hood $10 

Conquests of Camelot $10 

Countdown $10 

Curse of the Azure Bonds $10 

Dark Queen of Krynn $10 

Darklands $14 

Darkspyre $10 

Death Knights of Krynn $10 

Dragon Wars $10 

Dragons of Flame $8 

Drakkhen $10 

Dungeon Master $10 

Dynamix Great War Planes $16 
EcoQuest Search For Cetus $10 
Elvira 2 Jaws of Cerberus $10 

Elvira Mistress Dark $10 

Eye of the Beholder $10 

Eye of the Beholder 2 $12 

Eye of the Beholder 3 $10 

Fascination $10 

Free DC $10 

Gateway Savage Frontier $10 

Global Conquest Strat w/disk $21 
Gobliiins $10 

Gold Rush $10 

Gunship2000 $16 

Hard Nova $10 

Harpoon $16 

Heart of China $10 

Hero’s Quest $10 

Heros Quest 2 Trial by Fire $10 
HerosQuest3 $10 

Hillsfar $8 

Immortal $10 

Indy Jones 4 Fate Atlantis $10 

Indy Jones Grfx Adv $10 

Island Of Dr Brain $10 

Jetfighter2.0 $16 

Keef the Thief $10 

King’s Quest 1 $10 

King’s Quest 2 $10 

King’s Quest 3 $10 



'LINKS386PRO' 
offers SUPER 
VGA graphics 
and advanced 
features designed 
for your 386 or 
486. New fea¬ 
tures include 
computer oppo¬ 
nent, save game 
option that allows 
your friends to 
play against you 
in an existing 
game, pre-re¬ 
corded games 
from worthy oppo¬ 
nents, and many 
game modes. $39 



DR FLOYD’S 
DESKTOP 
TOYS' is a collec¬ 
tion of short, fun 
diversions for the 
computer. Fea¬ 
tures cryptograms 
-thetime honored 
code breaking 
game, Web Spin¬ 
ners - build the 
largest spiderweb, 
Pentominoes - a 
puzzle game to 
exactly fit a num¬ 
ber of blocks into 
a particular shape, 
Wallop, Snark 
Hunt,&Kye. $26 


Second 



on 

fli 


(M 


Th« Galactic Conflict Continue*... 



'SECONDCON- 
FLICT' isagame 
of interstellar strat¬ 
egy &conquestfor 
windows. Control 
all aspects of the 
economy, military, 
and civilian popu¬ 
lation. Allocate re¬ 
sources to pro¬ 
duce battleships, 
planetary de¬ 
fenses, stealth 
ships, transports 
and missiles. Fea¬ 
tures multiple hu¬ 
man & computer 
players, & a sce¬ 
nario editor. $34 


Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money OrdersTreated as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
subject to change. All Sales Final. *SEE LAST PAGE FOR DETAILS 
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King’s Quest 4 $10 

King’s Quest 5 $10 

King’s Quest 6 $10 

Knights of Legend $10 

Laura Bow 2 $10 

Leisure Suit Larry 1 $10 

Leisure Suit Larry 2 $10 

Leisure Suit Larry 3 $10 

Leisure Suit Larry 5 $10 

Lemmings w/disk $21 

Loom $10 

Lord of the Rings VI $10 

Lord of the Rings M2 $6 

Lost Files Sherlock Holmes $10 
Lost in LA $10 

LucasArts Adventure Book $16 
LucasArts Air Combat Guide $16 
Magic Candle 1 $10 

Magic Candle 2 $10 

Manhunter New York $10 

Manhunter San Francisco $10 
Maniac Mansion $10 

Martian Dreams $13 

Matrix Cubed $10 

Mean Streets $10 

Might & Magic 1 $10 

Might & Magic 1 &2 $16 

Might & Magic 2 $12 

Might & Magic 3 $16 

Might & Magic 4 Clouds Xeen$16 
Might & Magic 5 $16 

Off Book of Leisure Suit Lrry $12 
Off Book of Ultima 2nd Editn $15 
Off Gde Roger Wilco’s Adv $12 


Off Gde King’s Quest 2nd Ed $10 


Off Book of Police Quest $12 

Patriot $16 

Planet’s Edge $16 

Police Quest 1 $10 

Police Quest 2 $10 

Police Quest 3 $10 

Pool of Radiance $10 

Pools of Darkness $12 

Populous 1 & 2 Official Strat $16 
Power Monger Strategy $16 

Powermonger $10 

Quest For Clues 2 or 3 $21 

Quest for Clues 4 $21 

Quest for Glory Strategy Gd $19 
RUN5 Issue #1-19 Each $6 

Railroad Tycoon $10 

Rex Nebular Cos Gen Ben $14 

Rise of the Dragon $10 

Savage Empire $10 

Search for the King $10 

Secret Monkey Island $10 

Secret Monkey Island 2 $10 

Secret Silver Blades $10 

Sentinel Worlds 1 $10 

Shadow Sorcerer $10 

Simcity/Simearth Book $20 

Simearth $16 

Simlife Official Strategy $16 

Sonic Strategy Guide $16 

Space Quest 1 $10 

Space Quest 2 $10 

Space Quest 3 $10 

Space Quest 4 $10 

Spellcasting 101 $10 

Spellcasting 201 $10 

Star Trek 25th Aniv $10 

Starflight 1 $10 

Starflight 2 $10 

Strategy Plus Issue 4 $8 

Strategy Plus Issue 10 $8 

Strategy Plus Issue 11 $8 

Strategy Plus Issue 12-27 $5 

Strike Commander $16 

Stunt Island $16 

Summoning $16 

Tales Magic:Prophecy Shad $12 


Time Quest $10 

Treasures Savage Frontier $10 
Tunnels & Trolls $16 

Twisty History $10 

Ultima 4 $10 

Ultima5 $10 

Ultima 6 $10 

Ultima 7 $10 

Ultima 7 and Underworld $16 

Ultima Avatar Adventures $16 

Ultima U Stygian Abyss $10 

V for Victory $16 

Wasteland $10 

Wizardry Cosmic Forge $12 

Wizardry 7 $12 

Yeager Air Combat Handbk $16 
Zak McKracken $10 

IBM BUDGET 

4th & Inches 

$4 

Airborne Ranger 

$9 

Amazing Spiderman 

$9 

Armada Villa Crespo CB 

$10 

Artura 

$4 

Backgammon WIN 

$9 

Bar Games 

$10 

Baseball Facts 

$10 

Battle of Austerlitz 

$9 

Blockbuster 

$5 

Blue Max Aces Great War 

$9 

Captain Blood 

$9 

Carrier Command 

$9 

Chess X Colossus 

$9 

Colorado 

$6 

Combination Lock 

$10 

Conflict in Vietnam 

$9 

Crash Course 

$6 

Cybergenic Ranger 

$9 

Deja Vu 2 Lost in LV 

$6 

Demon Blue 

$10 

Dig Dug 

$9 

Don’t Go Alone 

$4 

Dr Doom’s Revenge 

$9 

Dr Thorp’s mini Blackjack 

$10 

Dr Wong’s Jacks &Video Pkr $10 

Dragons of Flame 

$9 

Earthrise 

$9 

East vs West Berlin 1948 

$9 

Edward O’Thorpe Black Jack $9 

Face Off 

$9 

Fast Break 

$6 

Felony 

$3 

Finale 

$9 

Future Wars 

$9 

Gama Force 

$6 

Gauntlet 

$9 

Gauntlet 2 

$9 

Gremlins 2 

$9 

Harley Davidson 

$9 

Harrier Combat Simulator 

$6 

Hostage 

$6 

Jeopardy 

$9 

Jeopardy 2 

$9 

John Elway Quarterback 

$6 

Lane Mastadon 

$9 

Lightspeed 

$9 

Living Jigsaws 

$9 

Lotto leverage 

$10 

Magic Johnson Fast Break 

: $6 

Mini Putt 

$9 

Ms PacMan 

$6 

Never Ending Story 2 

$9 

Ninja Rabbits 

$10 

Nuclear War 

$9 

Obliterator 

$6 

On Target 

$10 

Pac Man 

$9 

Pirates 

$9 

Punisher 

$9 
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Rebound 



Sick and tired? Who 
isn’t? Get it all off 
your chest by having 
a good old moan 
at us. 
Write to: 
Rebound, 
Strategy Plus, 
217 South Union St, 
Burlington, VT 05401 

Letters may be edited 
for reasons of space 


Crap shoot 

Please can you help. I have saved my hard earned 
money and am now in the process of buying my 
first IBM PC compatible. Having bought a lot of 
PC mags I am still unsure which PC is best for me. 
Before I spend my money I would like a bit of 
advice. The machine I have chosen is a Commo¬ 
dore Powerline 486/33,4 meg of RAM, 1 meg of 
VRAM, 50 meg hard drive. I would also like you 
to recommend a soundcard. 

Being a ‘Finest Hour' fan, my first game 
for the PC has got to be SWOTL. I can’t wait to 
blow the crap out of a B17! 

S Bell 

Southend-on Sea 

UK 

Generally you can expect to pay over the top for 
brand name machines, even though they offer 
no more than the clones. If you want to save a bit 
of your hard earned dosh then go for a no¬ 
name. The specs for the Commodore machine 
you mention are hardly awe inspiring. 4 meg of 
RAM is really the bare minimum for a 486 
machine, while the 50 meg hard drive is truly 
pitiful. Don't forget that to access RAM above 
640K you 'll need to obtain a memory manager 
such as Quarterdeck's QEMM 

Unless you 're planning to compose a sym¬ 
phony on the PC, the best soundcard would 
probably be the Soundblaster Pro. It's the best 
supported and also offers digitized speech 
should you wish to hear in-flight proclamations 

Whoops 

Enclosed is a review for Star Control II: The 
Ur-Quan Masters, published by Accolade. It is 
tentatively titled Star Control II Review. Please 
consider this manuscript for publication in Com¬ 
puter Gaming World. 

Dave Pyron 

Florence, MT 59833 

Never heard of 'em 

Pacific rift 

The review SSI’s Pacific War in your February 
issue prompted me to buy my first copy of your 
magazine. I enjoyed the magazine but (here it 
comes) I feel compelled to comment on the re¬ 
view. Page 21 of the game manual describes the 
ability to change aircraft production types. This 
was omitted from Mr Van Valer’s review. His 
‘what if...’ concerning the game mechanics of 
industrial production is misleading. The woeful 
industrial base of Japan was no match for the US. 

The ‘boardgame ancestors’ of Pacific War 
could not solve the problem of a historical simu¬ 
lation that gave the Japanese any chance at vic¬ 
tory. The reprinted magazine article included 
with the game manual, points out that the play¬ 
ability of the game lies in correcting historical 
mistakes made by the Japanese in the use of their 
early air superiority and their excellent subma¬ 
rine arm. Any computer controlled Japanese side 
will quickly establish this fact. 

I thought that the game provided a wealth of 
player aids. I could not understand your review¬ 
ers request for additional binary bells and whistles. 


except, perhaps, for a separate map which I agree 
would have been a nice addition. I also believe 
that the man-hour cost of a development team 
would certainly have driven up the price of the 
software and done more to lessen the appeal of the 
game, rather than enhance it. 

Some experimentation and a judicious read¬ 
ing of the manual surely can’t be much to ask in 
comparison to the cost of an intuitive interface. 

Chester Morrison 

Panama City, FL 32401 

John Van Valer replies: Pacific War does not 
solve the ability of the Japanese to win either. 
The victory conditions have, as Gary Grigsby 
points out, been fudged to focus on the overall 
Japanese status by the end of 1944. The 
overall ability of the Japanese side to win in 
either a boardgame or computer simulation 
of the Pacific War does rest heavily on the 
Japanese production mix, in addition to mili¬ 
tary objectives and performance. Pacific War 
does allow experimentation with aircraft pro¬ 
duction but with an historical production mix 
and availability - essentially a semi-flexible 
reinforcement schedule. There is no research 
and development system, as there are with 
many boardgames. 

Additional enhancements to the game 
could only make it more appealing to the 
general gaming audience. Three Sixty Pa¬ 
cific, for example, has proven that such en¬ 
hancements to computer wargames can be 
significant and also help the game sell. For a 
$79.95 (SRP) game, I think that the customer 
should expect more than what was included 
with Pacific War. Given a single choice, how¬ 
ever, I agree that most players would sacrifice 
the chrome for more extensive and concise 
documentation. 

Drop in the bucket 

I am an avid wargamer and military historian. 
I recently read your article entitled Wargames 
in issue 27. I was very disappointed you even 
mentioned the game High Command, which I 
has recently purchased and returned to Colo¬ 
rado Creations. It may be one of the few grand 
strategy wargames for the computer, but it has 
so many bugs and playability problems that I 
found it hard to believe that you would even 
include it in your discussion. The problem with 
airstrikes and naval bombardment was just a drop 
in the bucket.The latest version, 1.1, has cor¬ 
rected some of the problems but is still not play¬ 
able. the combat unit strength values are for the 
most part not even in sync with the values stated 
in the manual. Colorado Creations has no inten¬ 
tion of addressing these oversights in the months 
to come. It seems to me that in the future it would 
make sense not to include games with such hor¬ 
rendous problems and oversights when discuss¬ 
ing the ‘best games’ of the year. 

Christopher Large 

Hartford, CT 06105 

Peter Szymonik replies: 

Version 1.1 of High Command corrected a 
number of problems, and it is on this version 


that the game’s inclusion in the ‘best of’ fea¬ 
ture was based. High Command’s designers 
were on GEnie almost daily listening to feed¬ 
back and soliciting suggestions and comments. 
Before Three Sixty Pacific bought the game from 
them, they promised to update and re-write the 
entire manual and to add naval air patrol mis¬ 
sion types to the game. But rather than making 
their customers wait a year or more fora revised 
and finished VGA product, they sold it to Three 
Sixty for further development. 

Seen but not seen 

Comanche: Maximum Overkill. I received 
and installed it on my 486/33 which has 8 meg 
of RAM. When I try to run the program I get a 
sys error. I did what their manual says but I just 
get a blank screen. No sound, no nothing. I call 
NovaLogic’s tech line but it’s busy. And busy 
for weeks. I called a hundred times and even 
took time off work so I could try before 1 lam. 
I dialled the number. Ring, ring. Someone picks 
it up but then hangs up. I try again and the line 
is busy. And busy for the rest of the day. I call 
the main office and tell them I am very disap¬ 
pointed and want to return the game. He says I 
have to return it to where I bought it from. So I 
did not experience the ‘what you see is what you 
get’ that you said I would in issue 26.1 will not 
be buying any more of Nova Logic’s products 
in the future. 

Michael Windom 

Lindenhurst, NY 11757 

Your letter has been forwarded on to 
Nov a Logic 

Star crossed 

I recently purchased Mindcraft’s Star Legions 
and very quickly became addicted to it. I just as 
quickly discovered that I couldn't advance very 
far because of a major bug that causes the game 
to freeze when demanding a planet’s surrender 
and/or when accepting an offer of surrender. 
I’ve called Mindcraft’s customer service line 
and I’m now waiting for the program upgrade. 
However, since I discovered the bug I’ve read 
two magazine reviews and strategy articles that 
make it sound like the reviewer was able to 
advance to the highest rank possible and achieve 
the highest award possible. Your magazine’s 
tips article by Dean Bakeris (issue 27) is one of 
these, intimating that he received the ‘Hero of 
the Empire Gold’ Skull decoration. 

If the first version of the game has such a 
major bug in it, how is it that reviewers have been 
able to finish the game? Also, though the people 
at Mindcraft assure me that the upgrade should 
now be ready, how much longer should I have to 
wait for a bug-free version of the game? 

Michael Liebert 

Joliet, IL 60435 

The problem you describe is specific to the 
number of units on the ground at that time, 
and not a generic problem. Random crashes 
can also be caused by lack of memory. 
Mindcraft say an upgrade has now been sent 
out to registered users such as yourself. 
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CHIPS & BITS 


inc. 


FREE GAME WITH YOUR S750RDER 


Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mail to Canada $6 per order. Handling $1 per shipment. 

2 Business Day Air USS6 per order; PR, HI $12 1st item + S2ea. add'l; AKS191st item + S2ea. add’l. Handling $1 per shipment. 

Europe, S. America Air Mail $19 1st item + $6ea.add'l. Asia, Australia, Africa, Air Mail $251st item + $6 ea. add’l. Handling $1 per shipment. 


PO Box 234 
Rochester, VT 05767 
Fax 802-767-3382 
Int’l 802-767-3033 
Call 800-753-4263 






IBM BUDGET 


Rodeo Games 

$10 

S D 1 

$9 

Sentinel Worlds 1 

$9 

Space Vegetables 

$10 

Storm lord 

$6 

Super PacMan 

$9 

TKO 

$4 

The Train 

$6 

Third Courier 

$6 

Troika 

$6 

Trump Castle 2 Data Disk 1 $6 

Trump Castle 2 Data Disk 2 $6 

Tunnels & Trolls 

$9 

Turn-n-Burn 

$10 

Uninvited 

$9 

War of the Lance 

$9 

Weird Dreams 

$9 

Wheel of Fortune 

$6 

Wheel of Fortune 2 

$9 

Wheel of Fortune 3 

$9 

Xenocide 

$6 


MAC ADVENTURE 


Advent Willie Beamish Color $39 
Conquests Robin Hood Color $39 


Heart of China $34 

Indy Jones Grfx Adv $32 

King’s Quest 5 $39 

Leisure Suit Larry 1 Color $34 
Leisure Suit Larry 5 $39 

Loom $29 

Lost Treasures of Infocom $46 
Mutant Beach $43 

Out of This World $36 

Police Quest 3 Color $34 

Rise of the Dragon $34 

Secret Monkey Island Color $38 
Sky Shadow $28 

Space Quest 3 $34 

Space Quest 4 $34 

Where In Europe is Carmen $30 
Where Time is Carmen SD $30 
Where World is Carmen SD $27 
Where USA is Carmen SD $30 


MAC STRATEGY 


Ancient Art War Sea 

$29 

Ancient Art of War 

$29 

Castles 

$36 

Citadel 

$26 

Command HQ 

$39 

Cyber Empire 

$32 

Darwin’s Dilemma 

$32 

Genghis Khan 

$37 

Go Master Dlx Ver 5 

$109 

Go Master Ver 5 

$109 

Gold of the Americas 

$29 

Harpoon Battle Set 2 or 3 Ea $22 

Harpoon Battle Set 4 

$27 

Harpoon Chalenger Pack SE $49 

Harpoon 

$39 

Lemmings 

$29 

Mission Starlight 

$29 

MoonBase 

$29 

Operation Combat 

$15 

Railroad Tycoon 

$45 

Reach for the Stars 

$29 

Robo Sport 

$35 

Romance 3 Kingdoms 

$42 

Simcity Graphic Set 1or2 Ea $23 

Simcity 

$29 

Simcity Terrain Editor 

$15 

Simearth 

$41 

Spaceward Ho 

$37 

Strategic Conquest 

$37 

Uncharted Waters 

$42 

Warlords 

$29 



'ROME' follows 
your journey as 
Hector, a lowly 
slave at the foot of 
Mount Vesuvius, 
who becomes a 
Citizen, then Cen¬ 
turion, and finally 
EmperorofRome. 
Features an easy 
point & click inter¬ 
face, 6 levels with 
different plots & 
schemes, isomet¬ 
ric 3D graphics in 
256 colors, with 
Adlib, Roland & 
Sound Blaster 
support. $38 









'TEGEL’S MER¬ 
CENARIES' isa 

futuristic strategy 
game with role- 
playing character. 
General Tegel 
doesn’t care who 
you hire as long 
as you get the job 
done. Features a 
multitude of exotic 
locales and sticky 
situations, a sce¬ 
nario builder to 
challenge the 
most advanced 
warriors, 256 color 
VGA, and digitized 
sound. $38 



'AMAZON' re¬ 
captures the fun 
and excitement of 
the 1950's drive-in 
movies. Travel to 
unexplored re¬ 
gions of the Ama¬ 
zon, fight 10 foot 
ants, and find em¬ 
eralds stolen by 
Cortez. Amazing 
cinematic effects 
such as multiple 
camera angles, 
flashbacks, 
zooms, pans, and 
fades. Features full 
digitized voices & 
sound effects. $39 


Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
subjecttochange. All Sales Final. *S 
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MAC WARGAMES ■ MAC SIMULATION 


American Civil War VI 

CW No Greater Glory 

Halls of Montezuma 
Harpoon Scenario Editor 
Panzer Battles 

Patton Strikes Back 
Rommel North Africa 

UMS 2 

UMS 2 Planet Editor 

V Victory 

$29 

$42 

$29 

$27 

$29 

$37 

$29 

$34 

$29 

$38 

MAC SPORTS 

4th & Inches 

$12 

4th & Inches Team Const 

$9 

Fast Break 

$30 

Hardball 2 

$31 

Jack Nicklaus Course Disk 1 $15 

Jack Nicklaus Course Disk 2 $15 

Jack Nicklaus Course Disk 3 $15 

Jack Nicklaus Course Disk 4 $15 

Jack Nicklaus Course Disk 5 $15 

Jack Nicklaus Greatest 18 

$27 

Mean 18 Golf 

$30 

Nascar Challenge 

$31 

PGA Tour Golf Course 1 

$17 

PGA Tour Golf 

$38 

Playmaker Football 

$32 

Tom Landry Football 

$29 

Wayne Gretzky Hockey 

$36 

Weaver Baseball 

$32 

MAC TRADITIONAL 

Battle Chess 2 Chinese 

$29 

Battle Chess 

$29 

Bridge 7 

$31 

Checkmate 

$36 

Chessmaster 2100 

$32 

Classic 5 

$32 

Cribbage King Gin King 

$27 

Crossword Magic 

$32 

Go Master Ver 5 

$39 

Hoyle’s Book Games VI or 2 $21 

Hoyle’s Book Games V3 

$29 

Ishido 

$34 

Lexicross 

$32 

Monopoly 

$29 

Omar Sharif Bridge 

$36 

Risk 

$29 

Sargon 5 

$32 

Scrabble Deluxe 

$29 

Shanghaii2 

$32 

Solitaire Royale 

$15 

Stratego 

$31 

Super Tetris 

$32 

Tetris 

$24 

Wordtris 

$29 

MAC ROLE PLAYING 

Curse of the Azure Bonds 

$38 

Dark Queen Of Krynn 

$38 

King’s Bounty 

$15 

Might & Magic 1 & 2 

$32 

Might & Magic 3 

$38 

Pirates 

$34 

Pool of Radiance 

$32 

Pools of Darkness 

$38 

Secret Silver Blades 

$38 

Spirit of Excalibur COLOR 

$29 

Starflight 1 

$38 

Starflight 2 

$38 

Vengeance of Excalibur 

$29 

Windwalker 

$28 

Wizardry 1 

$28 

Wizardry 2 

$33 

Wizardry Cosmic Forge 

$37 


Falcon Color 

$46 

Falcon 

$34 

Grand Prix Circuit 

$24 

Hunt for Red October 

$21 

Life and Death 

$32 

Megafortress 

$38 

Red Baron Color 

$39 

Sands of Fire 

$32 

Sim Ant 

$35 

Sim City Supreme 

$46 

Specter 

$37 

Test Drive 2 

$27 

Tracon 2 

$29 

Vette 

$33 

Yeager’s AFT 

$32 

*FREE GAME OFFER 


Spend the specified amount on any 
in stock software and choose a 
free game from the corresponding 
list below. Offer subject to change 
or cancellation without notice. Valid 
only while supplies last. 


SPEND $75 


Artura 

Blockbusters 

Colorado 

Felony 

Gunship 

Mean 18 Famous Courses 2 
Obliterator 
Third Courier 
TKO 

Trump Castle DD1 
Trump Castle DD2 


SPEND $100 


Airborne Ranger 
Backgammon by George 
Big Business 
Blue Max 

Edward O’Thorpe Black Jack 
Future Wars 

Harrier Combat Simulator 
Magic Johnson Fast Break 
Operation Combat 
Pirates 
Punisher 
SCOut 
SDI 

Sound Star 
Tie Break Tennis 
The Tinies 
Troika 
Under Fire 


SPEND $200 


Bridge 7.0 

Cardinal of the Kremlin 
Chess Net 
Covert Action 
Dark Half 
Dusk of the Gods 
Free DC 
Megafortress 
Megatraveller 1: Zodani 
Patton Strikes Back 
Railroad Tycoon 
Sentinel Worlds 
Shadow Sorcerer 
Storm Across Europe 
Trump Castle 2 


Ann om r> 

















































Pump up the 
volume with 
Sound Blaster! The 
sound card from 
Creative Labs. 

Experience the full power 
of 11-voice synthesized 
music and 8-bit sampled 
sound effects. Don't just 
hear it... let it blow you away! The scream 
of your F-15's engine as you elude enemy 
fire... the crisp crack of your bat when 
you hit a homerun off the screen... the 
echoing ring of sword against sword during 
your next fantasy adventure. 

No wonder Sound Blaster is the world's 
#1 seller. And why it's the sound card that 
more gaming software developers write for 
under DOS or Windows™ 3.1. 


#ti 

MICROSOFT. 

WINDOWS. 


0|J 
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Sound Blaster, 
the only sound 
card that's 100% 

4 i A Sound Blaster compatible, 

I /I l J visit your local computer 
11"¥ / retailer or call Creative Labs 
X at 1-800-998-LABS. 

Get the full blown sound capability you've 
always wanted for your PC—for only $149. 
With Sound Blaster from Creative Labs. 

Because... 


Sound Blaster is a trademark of Creative Labs, Inc. Windows is a trademark of Microsoft Corporation. ©1992 Creative Labs. Inc. 
All rights reserved. International inquiries: Creative Technology, Ltd., Singapore Tel 65-773-0233 Fax 65-773-0353 


To find out 
more about 


if you don't have 
Sound Blaster, you're 
really blowing it! 
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